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Questions or Problems? 

If you encounter a disk or system related problem, you can contact the 
WizardWorks Technical Support Staff at (612) 559-5301 between 9:00 
a.m. and 4:00 p.m. Central Time, Monday through Friday, holidays 
excluded. 

We cannot give game playing hints through the Technical Support 
Number If you need game hints, clue books can be ordered by 
returning the form included with the package. 
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INTRODUCTION 

Welcome to the official advanced dungeons & 
dragons" computer product, Curse or the 
Azure Bonds, a forgotten realms fantasy role- 
playing epic. This adventure game is based 
on the rules and background created by 
TSR, Inc. and a storyline created especially 
for this game. 

The Curse or the Azure Bonds adventure 
begins in the frontier city of Tilverton on the 
border between the great kingdom of 
Cormyr and the scattered settlements of the 
Dalelands. The characters begin as experi- 
enced adventurers who have been 
ambushed, captured, and cursed with five 
magical bonds. 

Each bond is an azure-blue symbol imprint- 
ed just under the skin of each character's 
swordarm. These bonds have dangerous 
magical powers that can take control of the 
character's actions. The character's quest in 
Curse or the Azure Bonds is to search the 
Realms for the source of the bonds and rid 
themselves of the bonds' terrible curse. 

WHAT COmS WITH THIS GAME 

In addition to the game disks, these items 
come with the game. 

This is the rule book. Refer to this book to 
answer questions regarding game play. 

The adventurers journal contains back- 
ground information and an introduction to 
the roRGOTTEN realms game world. The jour- 
nal also includes maps, rumors, and stories 
that may be true or false. Confirm the true 
rumors and expose the false ones during 
the game. 

The quick start card explains how to start the 
game, make menu choices, and indicate 
items using the computer. It also shows how 
to get right into the game without having to 
read through the rules. 
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The translation wheel provides code letters 
used throughout the game. The translation 
wheel can also be used to translate Elvish 
and Dwarvish runes into English letters. 

The translation wheel has four parts: 

Espruar (Elvish) runes are printed around 
the outside rim of the translation wheel. 

Dethek (Dwarvish) runes are printed on the 
rim of the inside, moveable part of the 
wheel. 

Three paths spiral out from the center of 
the wheel. The paths are identified 
graphically as: 



Six holes, numbered 1 to 6, are under each 
path. Code letters are read through the holes 
under the paths. 

Use the translation wheel when the program 
displays an Espruar rune, a Dethek rune, a 
number, and a path symbol. Match the runes 
at the outside of the translation wheel. Enter 
the code letter showing in the hole next to 
the number under the path symbol. 

The translation wheel can also be used to 
translate a Dethek or Espruar rune to an 
English letter. Match the rune with the tab 
that says Translate From Dethek' or 
Translate From Espruar' on one of the outer 
rings of the wheel. Read the English letter on 

the inside ring under the path where it 

says To English.' 

GETTING STARTED QUICKLY 

Use the instructions on the quick start card 
and the saved game provided to begin play- 
ing Curse or the Azure Bonds. Use these rules 
to answer any questions during play. 

The party has two main objectives at the 
beginning of the game: to equip itself for 
action and to find out about the azure 
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bonds. Read the first journal entry in the 
adventurers journal. Go to the shop to buy 
equipment. Go to the hall and train any char- 
acters from Pool or Radiance or Hillsear who 
have enough experience to go up a level. 
Talk to the high priest of the temple, the 
sage, and the bartender to get information. 
Then move through the town and check for 
clues to the source of the party's curse. 

TRANSFERRING CHARACTERS FROM 
POOL OF RADIANCE AND HILLSFAR 

Curse or the Azure Bonds will accept charac- 
ters that were created in Pool or Radiance 
and in Millsear. The game will also accept 
characters that were created in Pool or 
Radiance or in Curse or the Azure Bonds and 
who adventured in HiLLsrAR. 

Remove characters from Pool or Radiance or 
Curse or the Azure Bonds adventuring parties 
before transferring them between games. Use 
the add character to party command on the 
Party Creation Menu to transfer the character. 

To transfer a character that was originally 
generated in Pool or Radiance or in Curse or 
the Azure Bonds, and then adventured in 



Hillsear, requires saved game files from 
both the original game and from Hillsfar. 
Refer to the quick start card for additional 
information. 

THE LAYOUT OF THE RULES 

Each section of the rules describes how to 
manipulate the game using the menus on 
the screen. Choose commands from the 
menus according to the instructions on the 
quick start card. 

The concept of the "active character" is cen- 
tral to the game. The active character is high- 
lighted on the display. Commands that affect 
a single character affect only the active char- 
acter. Commands that affect the whole party 
do not require an active character. 

In combat the active character is chosen 
automatically according to the character's 
initiative. At other menus, the active charac- 
ter may be changed before choosing any 
commands. 
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All commands are menu based. If a com- 
mand affects the whole party, choose the 
command as listed in the quick start card. If 
the command affects one character, make 
that character active and then choose the 
command. 

Example: To look at a character's items, 
indicate the character, choose the view 
command, and then choose the items com- 
mand. The computer displays a list of the 
character's items and their readied status 
for combat. 

Menus are displayed either vertically or 
horizontally. Use vertical menus to chose 
the active character or to choose a thing to 
act upon, such as an item or spell. If there 
are more choices than will fit on the screen 
at one time, change pages using the next 
and prev commands (or the Pg Up and 
Pg Dn keys.) 

Horizontal menus list commands that the 
character can do or that can be done to the 
character. When space permits, each horizon- 
tal menu is preceded by the menu title. This 
is set off by a colon and is not an option on 
the menu. In the rules, menus are shown 
with their title and each command. As an 
example, the Camp Menu contains com- 
mands for save, view, magic, rest, alter, fix, 
and exit. It is shown as: 

Camp Menu: 

CAMP: SAVE VIEW MAGIC REST ALTER FIX EXIT 
FOIHTS OF VIEW 

Curse or the Azure Bonds uses four different 
points of view: 3-D, area, overland, and com- 
bat. 

3-D appears in town, underground, or in any 
other built-up area. This view shows the sur- 
rounding area in the direction the party is 
facing. Rotate the party's facing using the 
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directional controls. The screen displays 
N,S,W,E (Piorth, South, West, and East) to 
represent the direction the party is facing. 
Many 3-D areas are 16 squares by 16 
squares in size. 

Area provides an overhead view of the 
party's surroundings. Choose the area com- 
mand from the Adventure Menu to view the 
surroundings. The view shows the position 
of major obstructions such as walls, trees 
and water. A cursor shows the party's posi- 
tion. The area view can only be accessed 
while in 3-D. 

Overland displays a map of the area of the 

FORGOTTEN REALMS Where CURSE OE THE AZURE 

Bonds takes place. A cursor shows the 
party's current location. The map on the 
back cover shows the same map with the 
major locations named. To move in the over- 
land, choose a destination and choose how 
the party will travel. 

Combat occurs any time the party fights 
monsters. In combat, each character and 
monster is displayed with an individual icon. 
The battlefield terrain is based on the area 
the party was in before combat begins. See 
the combat section for details on how 
combat operates. 

CHARACTERS AND 
THE PARTY 

Characters accomplish quests in the 
forgotten Realms. The characters are 
differentiated by their race, ability scores, 
and class. A party of several characters is 
needed to accomplish the quests in Curse 
or the Azure Bonds. A party should have a 
balanced mix of characters with different 
classes and races. 

THE SIX FLAYER RACES US 
CURSE OF THE AZURE BONDS 

The Range of Ability Scores by Race chart lists 
each player race's limits on ability scores. The 
Maximum Level Limits by Race, Class, and Prime 
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Requisite chart lists each player race's limits on 
available character classes and maximum level. 
Hon- human characters can combine character 
classes. Mon-human characters may also have 
additional special abilities. Human characters can 
be dual-class characters. 

Dwarves are a cunning race of sturdy work- 
ers and craftsmen. They are especially resis- 
tant to magic and poison and can see in the 
dark using infravision. During combat, 
Dwarves receive bonuses when attacking 
man-sized giant-class creatures and are 
adept at dodging the attacks of larger giant- 
class creatures. Dwarves can be fighters, 
thieves, and fighter/thieves. 

Elves are a tall, long-lived race. They are 
nearly immune to sleep and charm spells, 
can see in the dark using infravision, and are 
adept at finding hidden objects. During 
combat, Elves receive bonuses when attack- 
ing with swords and bows. They can not be 
raised from the dead. Elves can be fighters, 
magic-users, thieves, fighter/magic-users, 
fighter/thieves, magic-user/thieves, and 
fighter/magic-user/thieves. 

Gnomes are shorter and slimmer than their 
cousins the dwarves. They are especially 
resistant to magic and can see in the dark 
using infravision. During combat, Gnomes 
receive bonuses when attacking man-sized 
giant-class creatures and are adept at 
dodging the attacks of larger giant-class 
creatures. Gnomes can be fighters, thieves, 
and fighter/thieves. 

Half-Elves are hybrids with many of the 
virtues of both humans and elves. They are 
resistant to sleep and charm spells, can see 
in the dark using infravision, and are adept 
at finding hidden objects. Half-elves can be 
fighters, magic-users, clerics, thieves, 
rangers, cleric/fighters, cleric/rangers, 
cleric/magic-users, fighter/magic-users, 
fighter/thieves, magic-user/thieves, cleric/ 
fighter/magic- users, or fighter/magic- 
user/thieves. 



Halflings are about half the size of a 
human, hence their name. They are especial- 
ly resistant to magic and poison and can see 
in the dark using infravision. They can be 
fighters, thieves, and fighter/thieves. 

Humans are the most common player-race in 
the Forgotten Realms. They can be fighters, 
magic-users, clerics, thieves, rangers, pal- 
adins, and dual-class characters. 

ABILITY SCORES 

Every character has six randomly generated 
ability scores. Ability scores range from 3 
(low) to 18 (high). Each character class has a 
prime requisite ability score. A prime requi- 
site of 1 5 or more increases the experience 
the character receives from adventures. 

Strength (Str) is the measure of how much 
a character can carry. A character with a 
high strength does bonus damage in 
combat. Fighters, rangers, and paladins with 
an 1 8 strength also have a percent value 
from 1 to 100 (listed as 01-00), denoting 
exceptional strength. 

Intelligence (Int) is the measure of how well 
a character can learn. 

Wisdom (Wis) is the measure of a 
character's ability to understand the ways of 
the world and to interact with the world. A 
cleric with a high wisdom can memorize 
additional clerical spells. 

Dexterity (Dex) is the measure of the 
manual dexterity and agility of the character. 
A character with high dexterity is harder to 
hit, receives a bonus attacking with missile 
weapons, and receives a bonus to his armor 
class. A thief with high dexterity receives 
bonuses with his thieving skills. 

Constitution (Con) is the measure of the 
overall health of a character. A character 
with a high constitution receives additional 
hit points for every hit die (see next page). 
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Charisma (Cha) is the measure of how well 
the character interacts with others. Charisma 
is sometimes a factor when the character 
has an encounter with MPCs. 

Each character also has two other important 
values: Hit Points and Experience Points. 

Hit Points (MP) represent the amount of 
damage a character can take before he 
begins bleeding to death. To calculate a 
character's maximum hit points, the comput- 
er rolls the character's hit dice and adds any 
bonuses for level or constitution. A character 
gains a HP bonus to each hit die if his consti- 
tution is over 14. When a character reaches 
0 HP, he is Unconscious and may be Dying 
or Dead, depending on how much damage 
he has taken. 

Experience Points (XP) are a measure of 
what the character has learned on his adven- 
tures. When the character has enough XP he 
can increase in level and become more pro- 
ficient in his class. The computer keeps 



track of XP. New characters begin with 
25,000 XP and the corresponding level. 
Multi-class characters have their XP shared 
among their classes. See the Table of 
Experience Per Level for each class' XP 
requirements. 

CHARACTER CLASSES 

A character must belong to at least one char- 
acter class. A human character can begin as 
one class and later change to another, hon- 
human characters can have one or more 
classes at the same time. A non-human char- 
acter with multiple classes has more playing 
options, but he increases in level more slowly 
because his XP is divided among his classes. 

Characters receive hit points, spells and abil- 
ities based on their class and level. Refer to 
the Table of Experience Per Level to find the 
number and size of hit dice a character 
receives and the number of spells the char- 
acter can memorize. 

Clerics have spells bestowed on them by 
their deity and can fight with armor and 
crushing weapons. The prime requisite for 
clerics is wisdom. 

\ 




Fighters can fight with any armor or 
weapons, but they cannot cast magic spells, 
fighters can have exceptional strength and 
gain additional HP bonuses if they have a 
Constitution of 17+. The prime requisite for 
fighters is strength. 

Rangers can fight with any armor or 
weapons and can cast a few druid and 
magic-user spells at high levels. Rangers can 
have exceptional strength and gain 
additional HP bonuses if they have a 
Constitution of 17+. They do additional dam- 
age in combat when fighting giant-class 
creatures, ho more than three Rangers can 
be in a party at one time. Rangers must be 
of good alignment and have ability scores 
of at least 1 3 in strength and intelligence 
and at least 14 in wisdom and constitution. 
The prime requisites for rangers are strength, 
intelligence, and wisdom. 

Paladins can fight with any armor or 
weapons and can cast a few clerical spells at 
high levels. Paladins can have exceptional 
strength and gain additional HP bonuses if 
they have a Constitution of 17+. They are 
more resistant to spells and poison, can turn 
undead creatures as if they were a cleric two 
levels below their current level and are 
always surrounded by the equivalent of a 
protection from evil spell. A paladin may 
heal 2 HP of damage per level once a day. 
A paladin may cure disease once a week at 
lst-5th level, twice a week at 6th- 10th level, 
and three times a week at 1 1 th level. 
A paladin will not adventure with any evil 
characters. Paladins must be of lawful good 
alignment and have ability scores of at least 
9 in intelligence and wisdom, at least 1 2 in 
strength, at least 13 in wisdom, and at least 
1 7 in charisma. The prime requisites for pal- 
adins are strength and wisdom. 

Magic-Users have powerful spells, but can 
use no armor and few weapons. They can 



only memorize those spells available in their 
magic books. The prime requisite for magic- 
users is intelligence. 

Thieves can fight with one-handed swords 
and slings and wear leather armor. In com- 
bat they do additional damage 'back stab- 
bing' human-sized opponents. Thieves also 
have special skills for picking pockets, open- 
ing locks, removing traps, moving silently, 
hiding in shadows, and climbing walls. At 
1 0th level, thieves have a chance to cast 
magic-user spells off of scrolls. The prime 
requisite for thieves is dexterity. 

Multi-class status constitutes non-human 
characters who belong to two or more 
classes at the same time. The character's 
experience points are divided among the 
classes involved, even after the character 
can no longer advance in one or more of 
those classes. The character's hit points per 
level are averaged among the classes 
involved. The multi- class character gains all 
the benefits of all classes with regard to 
weapons and equipment. 

Dual-class status constitutes a human 
character who had one class for the first part 
of his life, and then changed into a new class 
for the remainder of his life. Once a charac- 
ter changes classes, he cannot advance in 
his old class. While the character's level in 
his new class is less than or equal to his 
level in his old class, the character does not 
gain hit points and cannot use the abilities of 
the old class. Once the character's level in 
his new class is greater than his level in his 
old class, he gains hit points according to his 
new class and may use abilities from both 
classes. Human dual-class magic-users may 
not cast magic-user spells while they have 
readied armor. 
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ALIGNMENT 

Alignment is the philosophy a character lives 
by. A character's alignment can affect how 
MPCs and some magic items in the game 
react to the character. 

Lawful good characters believe in the rule 
of law for the good of all. 

Lawful neutral characters believe the rule 
of law is more important than any objective 
good or evil outcome. 

Lawful evil characters believe in the rule of 
law as a tool to achieve evil ends. 

Neutral good characters believe that the 
triumph of good is more important than the 
rule of either law or chaos. 

True neutral characters believe that there 
must be a balance between good and evil, 
and law and chaos. 

(Neutral evil characters believe that evil 
ends are more important than the methods 
used to achieve those ends. 

Chaotic good characters believe in 
creating good outcomes unfettered by the 
rules of law. 

Chaotic neutral characters believe that the 
freedom to act is more important than any 
objective good or evil outcome. 

Chaotic evil characters believe that chaos 
is the best environment for creating evil acts. 

CREATING A PARTY OF 
CHARACTERS 

A party is a group of characters composed 
of up to 6 player characters (called PCs) and 
2 non-player characters (called MPCs.) The 
Party Creation Menu shows the characters 
currently in your party and lists the com- 
mands for creating and modifying the party. 



PARTY CREATION MENU 

Create New Character 

Drop Character 

Modify Character 

Train Character 

View Character 

Add Character To Party 

Remove Character From Party 

Load Saved Game 

Save Current Game 

Human Change Class 

Begin Adventuring 

Exit to DOS 

Create new character is used to build a 
character. This command displays the 
following menus to define the character. 

• Pick race lists the choice of the six races 
a player<haracter can be in the eorgotteh 

REALMS. 

• Pick gender lists the gender the character 
can be. Gender affects the character's 
maximum strength. 

The computer randomly generates the char- 
acter's ability scores. Choose roll again to 
generate a new set of scores. Accept the 
rolls to take the character as generated. Use 
the modify character command on the Party 
Creation Menu to change the character's 
ability scores and hit points after the charac- 
ter has been generated. 

• Pick character class lists the class or class- 
es the character is qualified for based on 
his race and ability scores. 

• Pick alignment lists all the possible 
alignments for the character based on 
character class. 

• Name character provides a 15 character 
space to type in the character's name. 

The computer displays the complete charac 
ter screen. Choose the weapon, head and 
colors for the character's combat icon (the 
figure that represents the character in 
combat.) Save the character to disk so that 
it can be added to the party later. Refer to 




the Camp section for details on how to 
select and alter combat icons. 

• Exit, from any of these menus, displays 
the party creation menu. 

Drop character eliminates a character from 
the party and erases him from the saved 
game disk. A dropped character may not be 
recovered. 

Modify character can change the charac- 
ter's ability scores and hit points. Use 
modify character to change a character gen- 
erated in Curse or the Azure Bonds to match a 
favorite ad&d character. Characters who have 
been adventuring may not be modified. 

Train character increases a character's 
level when he has gained enough experience 
points. Training costs 1000 gold pieces (GP) 
per level. Choose the character to train. If 
the character has sufficient experience 
points and money the character advances a 
level. This takes no game time. See the 
Maximum Level Limits by Race, Class, and 
Prime Requisite chart for level limits. 

View character displays a character as 
described under that heading below. 

Add character to party transfers characters 
from the saved game disk into the party. 
Select the last game the character adven- 
tured in from the From Where Menu. 

From Where Menu: 

FROM WHERE: CURSE POOL HILLSFAR EXIT 

• Curse adds a character whose last adven- 
ture was in Curse or the Azure Bohds. 

• Pool adds a character whose last adven- 
ture was in Pool or Radiance. 

• Hillsfar adds a character whose last 
adventure was in Hillsear. If the character 
was originally generated in Pool of Radiahce 
or Curse oe the Azure Boms then both the 
original and Hillsear saved game files are 
required. Refer to the quick start card for 
additional information. 



Remove character from party transfers 
a character from the party to the saved 
game disk. 

Load saved game reads a previous adven- 
turing party from the save game disk. 

Save current game writes the current game 
to the save game disk. 

Human change class allows a human char- 
acter with appropriate attributes to become 
a dual-class character. 

Begin adventuring restarts the game. 

Exit to DOS ends the game. 

NON-FLAYER CHARACTERS (NFCS) 

During the game the party will encounter 
NPCs. They may talk to the party, attack the 
party, and even offer to join the party. There 
are two kinds of NPCs: those who volunteer 
to join the party and those who will only give 
information or fight the party. 

MPCs that join the party are treated like 
player characters, with a few differences. The 
computer commands MPCs in battle. They 
have morale. If things are going badly for the 
party, they may run. Items can be traded to 
MPCs, but they cannot be traded from con- 
scious MPCs to other characters. If an PiPC 
dies, however, you can use the trade com- 
mand on the Item Menu to take his items. 

VIEWING THE CHARACTER SCREEN 

The view command displays the character 
screen. This screen displays the character's 
name, sex, race, and age. It also displays his 
alignment, character class or classes, ability 
scores and current wealth. 

Each character begins the game with 300 
platinum pieces, which he can use to buy 
equipment. Later, as the character 



accumulates wealth, the character screen 
shows how many copper pieces (cp), silver 
pieces (sp), electrurn pieces (ep), gold 
pieces (gp), platinum pieces (pp), gems, and 
jewelry the character is carrying. The value 
of each gem or piece of jewelry varies and is 
found when the item is appraised. The rela- 
tive value of each kind of coin is: 

1 pp = 5gp= 10ep= 100 sp = 1000 cp. 

The character screen shows the character's 
current level or levels and his earned XP. A 
character with more than one class has his 
levels listed in the same order as his classes. 
Tor example, if a character is a Tighter/Thief 
with 25,000 XP, his levels are listed as 5/6. A 
dual-class human character only displays his 
experience points in his current class. 

The bottom of the character display lists 
combat information. The character's Armor 
Class is shown as AC; the lower the AC num- 
ber, the harder it is for opponents to hit the 
character. The character's To Hit AC 0 (or 
TMAC0) is also listed; the lower the TflACO 
number, the better the character's chance to 
hit opponents. 

The character's current HP and damage are 
listed. If the HP is highlighted, the character is 
wounded and the HP is less than its maxi- 
mum value. Damage is how many dice of HP 
the character inflicts when he hits an oppo- 
nent in combat. Damage depends on the 
character's strength and readied weapon. 

The encumbrance, or total weight the char- 
acter is carrying, is listed along with the char- 
acter's combat move. The character's com- 
bat move is based on his readied armor, 
strength, and total encumbrance. 

The screen then lists the character's readied 
weapon and armor. Finally, the screen lists 
the character's status, an indication of the 



current health of the character. The character 
status can be: 

Okay status means that the character has 
positive HP and can move and fight 
normally. 

Unconscious status means that the charac- 
ter has exactly 0 HP. He cannot move or 
fight, but is in no danger of dying. 

Dead status means that the character has 
died. Mon-elf characters have a chance of 
being resurrected with a raise dead spell. 
The character's chance of being resurrected 
depends on his constitution. 

Fled status means that the character fled 
from the previous battle. After the battle 
he will rejoin the party and regain his 
previous status. 

Stone status means that the character has 
been turned to stone by a monster or a spell. 

Gone status means that the character has 
been totally destroyed, nothing can bring the 
character back to life. 

Choose the view command to display the 
View Menu and to inspect the active charac- 
ter choose the view command. Mot all view 
commands are available at all times. 

View Menu: 

ITEMS SPELLS TRADE DROP HEAL CURE EXIT 

Items shows all the equipment the character 
is carrying. Items preceded by a YES are 
ready for combat. Mot all commands in the 
Item Menu are always available. 

Item Menu: 

READY USE TRADE DROP HALVE JOIN SELL ID EXIT 

• Ready is used to change the status of a 
weapon, armor, or other item. Only readied 
weapons can be used in combat. A charac- 
ter cannot ready more than two hand-held 
items at once. Arrows and crossbow quar- 
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rels are assumed to be in a quiver and can 
be readied at all times. 

• Use activates an item. Choose the item 
and then indicate a target. 

• Trade is used to transfer an item from one 
character to another. Choose the character 
to trade to and then choose the item or 
items to trade. Remember that a conscious 
HFC will not give up an item once he has it. 

• Drop permanently removes items from a 
character. Dropped items may not be 
recovered. 

• Halve turns many items combined on the 
same line into two lines each with half as 
many items. Halve would turn one line of 
42 Arrows into two lines each with 2 1 
Arrows. 

• Join combines all similar items into one 
line. Fio more than 250 similar items can be 
joined on one line. Some items cannot be 
joined. 

• Sell is available under the Shop Menu and 
is described there. 

• ID is available under the Shop Menu and is 
described there. 

Spells is a listing of the spells a character 
has memorized and can cast (see Magic 
Menu). 

Trade is used to transfer money from one 
character to another. Indicate which charac- 
ter to trade with, and then indicate which 
coins and how much are traded to the other 
character. 

Drop permanently removes money from a 
character. Dropped money may not be 
recovered. 

Heal is displayed only when viewing a pal- 
adin. A paladin may heal 2 HP of damage per 
level once a day. Select the heal command 
and then choose the character to be healed. 
The heal command will not be displayed 
until the paladin can heal again. 



Cure is displayed only when viewing a pal- 
adin. A paladin may cure disease once a 
week at 1st— 5th level, twice a week at 
6th— 10th level, and three times a week at 
1 Ith level. Select the cure command and 
then choose the character to be cured. The 
cure command will not be displayed until 
the paladin can cure again. 

The newly created party appears in an Inn on 
a side street in Tilverton. The party is ready 
to begin adventuring. 

AD VENTURE MENU 

The Adventure Menu allows access to all of 
the main functions in Curse or the Azure 
Bomds. When this menu is displayed the 
screen shows the 3-D view in front of the 
party and the party's status. If any party 
members are injured, their hit points are 
highlighted for easy recognition. 

Adventure Menu: 

MOVE VIEW CAST AREA ENCAMP SEARCH LOOK 

Move is used in the 3-D view to change the 
party's facing or to move forward. In 3-D the 
party can turn right, turn left, turn around, or 
move forward. Normally, each move forward 
takes 1 minute. If the party has search on, 
each move forward takes 10 minutes. Refer 
to the quick start card for computer-specific 
details on how to move without choosing 
this command. 

View displays the character screen and the 
View Menu. 

Cast displays the Cast Menu so the active 
character can throw a magic spell. See the 
section on Magic for a description of how to 
cast spells and their effect. 
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Area shows an overhead view of the area 
around the party. If the party is lost or in 
unfamiliar territory this command may not 
be available. 

Encamp displays the Camp Menu. See the 
Camp section for a description of the com- 
mands available from the Camp Menu. 

Search turns searching on and off. A party 
moving with search off takes 1 minute per 
move forward, has a normal chance of meet- 
ing random encounters and finding secret 
doors, and is taking normal precautions 
against traps and surprise. A party moving 
with search on takes 10 minutes per move 
forward, has an increased chance of meeting 
random encounters and finding secret 
doors, and is taking special precautions 
against traps and surprise. With search on, 
the party is checking for secret doors, map- 
ping, moving as silently as possible, hiding in 
any available shadows, and generally being 
as careful as possible. 

Look is used to search an individual square. 
Executing a look command acts as if the 
party moved into the current square with 
search on. 

CAMP 

The commands on the Camp Menu include 
day-to-day functions such as saving the 
game, resting to heal, memorizing spells, 
and changing game items such as game 
speed or party order. 

Camp Menu: 

CAMP: SAVE VIEW MAGIC REST ALTER FIX EXIT 

Save writes the state of the characters and 
the game to the save game disk. Prepare a 
save game disk according to the instructions 
on the quick start card. 



View displays the View Menu and the charac- 
ter screen of the active character. 

Magic is a very important part of Curse or the 
Azure Bonds and is described under its own 
heading. Magical Spells can only be memo- 
rized while the party is camped. 

Rest allows characters to memorize spells 
and to heal naturally. Characters catch their 
normal sleep without having to camp. The 
initial rest time is established by the time 
necessary to memorize any spells selected 
from the memorize command in the Magic 
Menu. For every 24 uninterrupted hours of 
rest in camp, each wounded character 
regains one hit point. Rest can be interrupt- 
ed by any random encounter. Only take 
long rests in safe places, such as inns or 
cleared locations. 

Rest Menu: 

REST ADD SUBTRACT EXIT 

• Rest starts the clock running after all the 
memorized spells have been chosen. 

• Add increases the time that the party will 
attempt to rest. 

• Subtract decreases the time the party will 
attempt to rest. This may keep characters 
from memorizing all of their chosen spells. 

Alter is used to change the characters in the 
party and the parameters of the game. The 
Alter Menu includes: 

Alter Menu: 

ALTER: ORDER DROP SPEED ICON PICS EXIT 

• Order changes how the characters are 
listed on the screen and how they are 
deployed in combat. Characters at the top 
of the list tend to be in the front line in 
combat. 

• Drop eliminates a character from the party 
and erases him from the saved game disk. 
A dropped character is gone forever and 
may not be recovered. 
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• Speed controls the rate messages are 
printed on screen. If the game is running 
too slowly, use the faster command to 
speed up the displays. 

Speed Menu: 

SPEED: SLOWER FASTER EXIT 

• Icon is used to change a character's 
combat icon. Customize this icon to repre- 
sent the character's favorite weapons, 
armor, and colors. Different computers and 
graphic adapters have different capabilities; 
experiment to create the best icon for each 
character. 

• Pics governs when encounter pictures will 
be displayed. 

Pics Menu: 

PICS: MONSTERS ON/OFF ANIMATIONS ON/OFF EXIT 

Monsters On/Off toggles the close-up pic- 
tures of encounters on and off. Turning 
the pictures off speeds up the game. 

Animations On/Off toggles the animation 
of the close-up pictures on and off. 
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Turning the animation off speeds up the 
game. This command is not available on 
some computer versions. 

Fix is used to cast a large number of cure 
light wounds spells with a single command. 
All characters with first level clerical spells 
will memorize as many cure light wounds as 
they can, cast them on the party, and then 
rernemorize their previously memorized 
spells. Fix takes game time and may be 
interrupted by an encounter. 

CIVILIZATION 

Civilization provides many features for the 
adventurer. Many towns and cities contain 
Inns, Shops, Halls, Temples, and Bars. 

Inns provide a safe place to rest using the 
Camp Menu. While the characters rest they 
can memorize spells and regain hit points. 

Shops provide a place to buy and sell equip- 
ment using the Shop Menu. 




Shop Menu: 

BUY VIEW TAKE POOL SHARE APPRAISE EXIT 

• Buy displays the items available in the 
shop. Select the items that the active char- 
acter will buy. 

• View displays the character screen with 
the addition of the appraise command in 
the View Menu, and the sell and ID com- 
mands in the Items Menu. 

Sell causes the shopkeeper to make an 
offer on the highlighted item. Sold items 
may not be recovered. 

ID is used to identify an item. The shop 
charges 200 gp for the service. 

• Take is used to pick up coins from the 
party's money pool. Indicate the type and 
amount of coins to take. 

•Pool places all of the party members' coins 
into a money pool. All purchases at the 
shop come out of the money pool. Use the 
take or share commands to pick up coins 
from the money pool. 

• Share picks up the coins in the money 
pooh divides the coins into shares, and dis- 
tributes the shares among the party. 

• Appraise is used in shops to receive an 
appraisal of any gems and jewelry the char- 
acter has. Choose gems or jewelry to be 
appraised. The shopkeeper makes an offer 
for the item. Accept the offer and the item 
is sold. Reject the offer and the gem or 
piece of jewelry becomes an item on the 
character's item list. 

Halls are where the characters can advance 
levels and change classes using the Party 
Creation Menu. 

Temples cast healing spells using the 
Temple Menu. The commands on the 
Temple Menu are the same as those on the 
Shop Menu with the addition of the heal 
command. 
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Temple Menu: 

HEAL VIEW TAKE POOL SHARE APPRAISE EXIT 

• Heal displays a list of the temple's healing 
spells. Indicate the spell to cast and confirm 
that the character is willing to pay the cost. 
The cost may vary depending on the recipi- 
ent and circumstances. 

Bars are rowdy places full of gossip, stories, 
and information. Buy a round of drinks and 
listen to the stories. 

ENCOUNTERS 

When a party comes across monsters or 
MPCs an encounter occurs. If the party sur- 
prises the monsters the party can attack by 
choosing Combat from the Encounter Menu. 
If the party attacks immediately they receive 
a bonus to their initiative in combat. If the 
monsters surprise the party, the monsters 
can attack immediately and get a bonus to 
their initiative in combat. If the party or the 
monsters do not attack immediately, sur- 
prise is lost. If the monsters do not attack 
immediately in an encounter the party can 
react by choosing from the Encounter Menu. 

Encounter Menu: 

ENCOUNTER: COMBAT WAIT FLEE ADVANCE/PARLAY 

Combat causes the party to attack the 
monsters, righting is explained in the 
Combat section. 

Wait allows the monsters to decide what to 
do. They may combat, wait, flee, advance 
(if they are far away) or parlay (if they are 
adjacent.) 

Flee causes the party to run away. If the 
monsters try to attack, and are faster than 
the party, combat will occur. If the party flees 
successfully, it may be retreated a square. 

Advance reduces the range to the monsters. 
When the monsters are adjacent to the party 
the advance command is replaced by the 
parlay command. 



Parlay allows the party to speak with willing 
monsters. Choose a speaker (or make the 
speaker the active character) and then 
choose a conversation tactic from the 
Parlay Menu. 

Parlay Menu: 

PARLAY: HAUGHTY SLY MEEK NICE ABUSIVE 

• Haughty means that the speaker is trying 
to demonstrate his superiority over the 
monsters. 

• Sly means that the speaker is trying to get 
information out of the monsters without 
their realizing. 

• Meek means that the speaker is trying to 
convince the monsters that the party is not 
worth attacking. 

• Mice means that the speaker is trying to be 
nice to the monsters. 

• Abusive means that the speaker is trying to 
browbeat information out of the monsters. 

COMBAT 

In combat, the computer determines the 
order in which each character and monster 
becomes active. The player controls the 
actions of PCs. The computer controls the 
actions of monsters, MPCs, and PCs set to 
quick combat. 

Each character's ability in combat is defined 
by his THACO and AC. The attacker's THACO 
represents his ability to hit in melee or with 
missile fire. The lower the THACO the better 
the chance to hit the target. A target's 
defenses are represented by his AC. The 
lower the AC the harder it is to hit the target. 
An attack is successful if a random number 
from 1—20 is greater than or equal to the 
attacker's THACO minus the target's AC. 
Range, attacks from the rear, magic 
weapons, magic spells, and other circum- 
stances may affect this chance. 

In combat, the first and second attackers 
strike at the front of a target. The third 



attacker strikes at the target's rear, unless all 
the attackers are adjacent. The fourth and 
any additional attackers strike at the target's 
rear. The target's AC is substantially reduced 
against rear attacks. 

A thief's back stab is an exception to the fac- 
ing rules. A thief back stabs if he attacks a tar- 
get from exactly opposite the first character to 
attack the target. The thief may not back stab 
if he has readied armor heavier than leather 
or if the target is larger than man sized. A 
back stab has a better chance of hitting the 
defender, and does additional damage. 

A character may not attack an adjacent 
target with a missile weapon. A character 
may attack an adjacent target with a thrown 
weapon. 

FIGHTING 

In combat the computer chooses the active 
character. Characters with higher dexterity 
will tend to go before characters with lower 
dexterity. A character may hold his action 
until later with the delay command. 

The screen begins centered on the active 
character. The character's name, HP, AC, and 
current weapon are displayed. The Combat 
Menu lists the character's options. 

Combat Menu: 

MOVE VIEW AIM USE CAST TURN QUICK DONE 

Move is used to move a character and to 
attack. Attack by moving the character into 
an enemy's square. If the character moves 
away from an enemy, the enemy gets a free 
attack at the character's back. 

Bows can attack twice per turn. Thrown 
darts can attack three times per turn. 
Fighters and paladins of 7th level or greater 
can attack twice every other turn. Rangers of 
8th level or greater can attack twice every 
other turn. All of a character's attacks are 
taken against his first target. If the first target 
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goes down with the first attack, aim the 
remaining attack at another target. Fighters, 
paladins, and rangers may sweep several 
weak targets with one mighty blow. 

Refer to the quick start card to find out how 
to move the character with the computer. 
The number of spaces a character can move 
is reduced by the weight he's carrying and 
the kind of armor he has readied. 

A character may flee from combat by moving 
off the battlefield. A character may move off 
the battlefield if he can move faster than all 
enemy monsters. A character may not move 
off the battlefield if he moves slower than 
any enemy monsters. A character has a 50% 
chance to move off the battlefield if he can 
move as fast as the fastest enemy monster. 
A character that moves off the battlefield 
returns to the party after the fight is over. If 
all active characters flee combat then any 
dead characters are lost. 

View displays the character screen and View 
Menu. Some options, such as trade, are not 
available in the middle of combat. The use 
command appears on the Item Menu and 
permits the use of an item, such as a wand, 
in combat. 

Aim is used to aim an attack using the fol- 
lowing options. 

Aim Menu: 

AIM: NEXT PREV MANUAL TARGET EXIT 

• Mext is used to look at all possible targets, 
starting with the closest target and then 
going to the next closest, ttext and Frew 
only indicate targets in the character's line 
of sight. 

• Prev (Previous) is the opposite of the next 
command. Use this command to look at the 
possible targets starting with the farthest tar- 
get and working back toward the character. 

• Manual permits the player to aim any- 
where on the map. 



• Target is used to fire where the cursor is 
located. 

Use allows a character to activate an item. 
Indicate the target with the Aim Menu and 
choose target to use it. 

Cast is only available to spell-casters when 
they have spells available. This command 
displays the cast options of the Magic Menu 
(see the description in the Magic Rules). If 
the character has been hit recently his con- 
centration may be broken and the cast 
option will not appear. 

Turn allows clerics and paladins to destroy 
undead monsters or turn them away from 
the party. This has no effect on any other 
form of monster. 

Quick turns control of the character over to 
the computer. See the quick start card for 
instructions on how to gain manual control 
of a character. Under computer control, a 
fighting character with readied arrows will 
tend to hang back and fire arrows. If the 
character has no readied arrows, he will 
ready a melee weapon and charge. 

Done is used when a character has finished 
his turn. 

Done Menu: 

GUARD DELAY QUIT BANDAGE SPEED EXIT 

• Guard sets a character to attack the first 
enemy that moves adjacent. 

• Delay causes the character to hold his turn 
until after the other characters and mon- 
sters have acted. 

• Quit ends a character's turn. 

• Bandage only appears if a party member is 
bleeding to death. The bandage command 
will stop the bleeding and keep the 
character from dying. 

• Speed changes the game speed and is 
described under the alter command in the 
Camp Menu. 
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AFTER COMBAT 

If one or more characters survive on the bat- 
tlefield at the end of combat, the bodies of 
unconscious or dead party members stay 
with the party. If the party flees from com- 
bat, all unconscious and dead party mem- 
bers are permanently lost. If ALL the party 
members are slain go back to your last 
Saved Game and try again from that point. 

When combat is over the Treasure Menu is 
displayed. Most of the Treasure Menu com- 
mands work like the commands in the 
Temple and Shop Menus. 

Treasure Menu: 

VIEW TAKE POOL SHARE DETECT EXIT 

View displays the character screen and 
View Menu. 

Take is used to pick up treasure. A charac- 
ter carrying a large number of coins and 
heavy equipment can be slowed in combat. 



Take Menu: 

TAKE: ITEMS MONEY EXIT 

• Items lists the equipment in the treasure. 
Frequently, the weapons and armor used by 
monsters are not listed because they are 
substandard and not worth taking. 

• Money displays the number and type of 
coins in the treasure. Indicate the type and 
number of coins the active character takes. 

Pool drops all of the party members' coins 
into the treasure. Use the take or share com- 
mand to pick up coins from the treasure. 

Share picks up the coins in the treasure, 
divides the coins into shares, and distributes 
the coins among the party. 

Detect casts a Detect Magic spell from the 
currently active character. 

Exit leaves the scene of the battle. If trea- 
sure remains, then the option to return to 
the Treasure Menu is displayed. 
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MAGIC 

Magic is integral to Curse or the Azure Bonds. 
Magic-users, clerics, high-level paladins, and 
high-level rangers can use magical spells. 

A spell can exist in one of three forms: in a 
character's memory, in a character's spell 
book, and on a scroll. 

A spell-caster with a spell in memory has 
memorized the spell and can cast the spell 
using the cast command. 

Magic-users and high-level rangers write 
magic-user spells in a spell book. They 
may only memorize spells that are in their 
spell book. 

Each time a magic-user or high-level ranger 
increases a level, they can add one new 
spell to their spell book. They can also 
scribe a spell from an identified scroll into 
their spell book. Clerical spells are all 
available at the appropriate level and are 
not listed in spell books. 

A clerical scroll can be used immediately by 
a cleric. A magic- user or ranger must cast 
the read magic spell and ready the magic- 
user scroll in order to identify the spells on 
the scroll. Any identified magic-user spell 
that a character can cast can be scribed 
from the scroll into his spell book. Only 
magic-users can cast identified magic-user 
spells off scrolls. A 1 Oth level or greater thief 
has a 75% chance to cast a spell from any 
magic-user scroll. A spell disappears after it 
has been scribed or cast. 

A beginning lst-level magic-user's spell book 
contains four lst-level spells. A beginning 
5th-level magic-user's spell book contains six 
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1 st-level spells, two 2nd-level spells, and one 
3rd-level spell. Each time a magic-user or 
high level ranger gains a level of experience, 
he gains a new spell in his spell book, even 
though the rise in level may give him the abil- 
ity to memorize more than one new spell at a 
time. To gain additional spells, the magic- 
user or high-level ranger must find scrolls in 
treasures and copy spells he is capable of 
casting into his spell book, using the scribe 
command in the Magic Menu. 

Clerical and druidic magic requires no spell 
books. All clerical and druidic spells of the 
appropriate level are always available to a 
cleric, paladin, or ranger. The character need 
only memorize them. When a cleric finds a 
clerical scroll, he can use the spells directly 
from the scroll; he does not need to scribe 
the spells into a spell book. 

Spells do not automatically have their full 
effect on their target. Each target of a spell 
gets a saving throw to avoid some or all of 
the effect of the spell. As a character gains 
levels, his saving throws improve. 

The spell caster is the current character. Spell 
casters can get a list of their memorized 
spells from the cast option of the Magic Menu 
or from the spells option of the View Menu. 
They can get a list of their spells on scrolls 
from the scribe option of the Magic Menu. 

Magic Menu: 

CAST MEMORIZE SCRIBE DISPLAY REST EXIT 

Cast displays the Cast Menu and the charac- 
ter's list of memorized spells. Indicate the 
spell to cast and then indicate the target of 
the spell. Once a spell is cast it is gone from 
memory until it is memorized again. 

Cast Menu: 

CAST NEXT PREV EXIT 

Memorize displays the Memorize Menu and 
the character's spell book or clerical spell 
list. Indicate the spells to memorize. Once 
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all characters have indicated the spells they 
want to memorize, choose the rest com- 
mand to take the time to actually memorize 
the spells. Memorizing any spell takes a 
minimum of four hours. Third and fourth 
level spells take a minimum of six hours; 
fifth level spells take a minimum of eight 
hours to memorize. Remember that a spell- 
caster can have the same spell memorized 
multiple times. 

Memorize Menu: 

MEMORIZE NEXT PREV EXIT 

A spell is not actually memorized until it has 
been chosen from the Memorize Menu and 
the character has rested long enough to 
imprint the spell on his mind. Memorizing a 
spell takes 15 minutes of game time per 
spell level, plus a minimum period of prepa- 
ration. 1st and 2nd level spells take a mini- 
mum preparation of 4 hours. 3rd and 4th 
level spells take a minimum preparation of 6 
hours. 5th level spells take a minimum 
preparation of 8 hours. If the preparation or 
learning time is interrupted, some or none of 
the spells may be memorized. 

Scribe displays the Scribe Menu and a list of 
all of the spells on identified magic-user 
scrolls. Indicate the spells to be scribed into 
the character's spell book. Once all charac- 
ters have indicated the spells they want to 
scribe, choose the rest command to take the 
time to actually scribe the spells. Scribing a 
spell takes the same amount of time as 
memorizing the spell. 

Scribe Menu: 

SCRIBE NEXT PREV EXIT 

Display lists the magic that currently affect 
the party. These include spells like bless or 
invisibility and effects like disease. 

Rest displays the Rest Menu referred to in 
the Camp section. A character's spells are 
not memorized until he has rested the 
necessary time. 



THE SPELLS 

Spells are defined by when they can be 
thrown, their range, their area, their dura- 
tion, and their effect. The Spell Parameters 
List summarizes where each spell can be 
thrown, its range, area, and duration. When 
using spells from the Camp Menu or the 
Adventure Menu (such as a find traps), 
remember that one round equals one 
minute of game time and one turn equals 10 
minutes of game time. 

FIRST LEVEL CLERICAL SPELLS 

Bless improves the ThACO of friendly charac- 
ters by 1 . The bless spell does not affect 
characters who are adjacent to monsters 
when the spell is cast. 

Curse reduces the THACO of monsters by I . 
The curse spell does not affect monsters 
who are adjacent to friendly characters when 
the spell is cast. The target gets no saving 
throw. 

Cure light wounds heals 1—8 HP. 

Cause light wounds causes 1—8 HP. The tar- 
get gets no saving throw. 

Detect magic indicates which equipment or 
treasure is magical. View a character's items 
or Take treasure items. Equipment or trea- 
sure preceded by an asterisk (*) is magical. 

Protection from evil improves the AC and 
saving throws of the target by 2 against evil 
attackers. 

Protection from good improves the AC and 
saving throws of the target by 2 against good 
attackers. 

Resist cold halves the damage and improves 
saving throws versus cold attacks by 3. 
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SECOPiD LEVEL CLERICAL SPELLS 

Find traps indicates the presence of traps in 
the character's path. 

hold person paralyzes targets of roughly 
human size and shape. You may aim a hold 
person spell at up to 3 targets. 

Resist fire halves the damage and improves 
saving throws versus fire attacks by 3. 

Silence 15' radius must be cast on a charac- 
ter or a monster. That character or monster, 
and all adjacent to him, cannot cast spells 
for the duration of the spell. 

5/oiv poison revives a poisoned person for 
the duration of the spell. The character dies 
when the spell wears off. 

Snake chann paralyzes as many HP of 
snakes as the cleric has HP. 

Spiritual hammer creates a temporary magic 
hammer that is automatically Readied. It can 
strike at range and does normal hammer 
damage. 

THIRD LEVEL CLERICAL SPELLS 

Cure blindness removes the effect of the 
cause blindness spell. 

Cause blindness reduces the target's THACO, 
Armor Class and Saving Throws by 4. 

Cure disease removes the effects of disease 
caused by some monsters or caused by a 
cause disease spell. 

Cause disease gives the target a disease that 
saps his Strength and HP. 

Dispel magic removes the effects of spells 
that do not have specific counter spells. 

Prayer improves the THACO and saving 
throws of friendly characters by 1 and 
reduces the THACO and saving throw of 
monsters by 1 . 



Remove curse removes the effects of a 
bestow curse spell and allows the target to 
unready cursed magic items. 

Bestow curse reduces the target's THACO 
and saving throw by 4. 

FOURTH LEVEL CLERICAL SPELLS 

Cure serious wounds heals 3—17 HP. 

Cause serious wounds causes 3—1 7 HP. 
The target gets no saving throw. 

neutralize poison revives a poisoned 
person. 

Poison forces the target to make a saving 
throw versus poison or die. 

Protection from evil 10 radius must be cast 
on a character or a monster. It improves the 
AC and saving throws of the target and all 
adjacent friendly characters by 2 against evil 
attackers. 

Sticks to snakes causes snakes to harass the 
target. The target is unable to attack, move 
or cast spells for the duration of the spell. 

FIFTH LEVEL CLERICAL SPELLS. 

Cure critical wounds heals 6—27 HP. 

Cause critical wounds causes 6—27 HP. 
The target gets no saving throw. 

Dispel evil improves the target's AC by 7 ver- 
sus summoned evil creatures for the dura- 
tion of the spell or until the target successful- 
ly hits a summoned evil creature. When the 
creature is hit, it must save versus spells or 
be dispelled. 

Flame strike does 6—48 HP to the target. If 
the target makes its save versus magic, it 
takes half damage. 

Raise dead allows the cleric to return any 
non-elf player character to life. 

Slay living causes the target to save versus 
death or die. If the target makes the saving 
throw he still takes 3— 17 HP. 
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FIRST LEVEL DRUID SPELLS 

Detect magic indicates which equipment or 
treasure is magical. View a character's items 
or Take treasure items. Equipment or trea- 
sure preceded by an asterisk (*) is magical. 

Entangle reduces the target's movement to 
0. Entangle can only be cast outdoors. 

Faerie Fire illuminates the enemy and 
reduces their AC by 2. 

Invisibility to animals reduces all attacking 
animal's THACOs by 4. It does not affect 
intelligent targets or enchanted beasts. 

FIRST LEVEL MAGIC-USER SPELLS 

Burning hands causes 1 HP of fire damage 
per level of the caster. There is no saving 
throw. 

Charm person changes the target's alle- 
giance in a combat. It only affects targets of 
roughly human size and shape. 

Detect magic indicates which equipment or 
treasure is magical. View a character's items 
or Take treasure items. Equipment or trea- 
sure preceded marked by an asterisk (*) is 
magical. 

Enlarge makes the target larger and stronger. 
The higher the caster's level, the larger and 
stronger the target gets. If the caster is 6th 
level the target becomes as strong as an 
Ogre. If the caster is 10th level the target 
becomes as strong as a Eire Giant. A target 
can only be under the effect of 1 enlarge 
spell at a time. Unwilling targets get a saving 
throw against this effect. 

Reduce negates the effect • f an enlarge 
spell. 

Friends raises the caster's charisn .a 2—8 
points. It is often cast just before an 
encounter. 

Magic missile does 2-5 HP per missile with 
no saving throw. A magic-user throws 1 mis- 
sile at lst-2nd level, 2 missiles at 3rd— 4th 



level, 3 missiles at 5th— 6th level, 4 missiles 
at 7th— 8th level, 5 missiles at 9th— 10th 
level, and 6 missiles at 1 1th level. 

Protection from evil improves the AC and 
saving throws of the target by 2 against evil 
attackers. 

Protection from good improves the AC and 
saving throws of the target by 2 against good 
attackers. 

Read magic allows a magic-user to ready a 
scroll and identify it. A magic-user may use 
the spells on a scroll after it has been 
identified. 

Shield negates the magic missile spell, 
improves the magic-user's saving throw, and 
increases his AC. 

Shocking grasp does electrical damage of 
I — 8 HP, + 1 HP per level of caster. 

5/eep puts 1—16 targets to sleep with no 
saving throw. Up to sixteen 1 hit-die targets 
are affected. One 4 hit-die target is affected. 
Targets of 5 or more hit-dice are unaffected. 

SECOIW LEVEL MAGIC-USER SPELLS 

Detect invisibility allows the target to spot 
invisible targets. 

Invisibility makes the target invisible. The 
THACO of melee attacks against invisible tar- 
gets is reduced by 4. It is impossible to tar- 
get ranged attacks against invisible targets. 
Invisibility is dispelled when the target 
attacks. 

Mock is used to open locks. It can be cast 
from the door-opening menu if the active 
character has a memorized knock spell. 

Mirror Image creates 1—4 illusionary dupli- 
cates of the magic-user. A duplicate disap- 
pears when it is attacked. 
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Ray of enfeeblement reduces the target's 
strength by 25% + 2% per level of the caster. 

Stinking cloud paralyzes those in its area for 
2—5 rounds. If the target saves, it is not par- 
alyzed, but is nauseous and has its AC 
reduced for 2 rounds. 

Strength raises the target's strength by 1—8 
points, depending on the class of the target. 

THIRD LEVEL MAGIC USER SPELLS 

Blink protects the magic-user. The magic- 
user 'blinks out' after he acts each round. 
The magic-user may be physically attacked 
before he acts each round, but he may not 
be physically attacked after he acts. 

Dispel magic removes the effects of spells 
that do not have specific counter spells. 

Fireball does I d6 HP per level of the caster 
to all targets within its area. If the target 
makes its saving throw, the damage is 
halved. A fireball has a 2" radius outdoors 
and a 3* radius indoors. 

haste doubles the target's movement and 
number of melee attacks per round. 

hold person paralyzes targets of roughly 
human size and shape. You may aim a hold 
person spell at up to 4 targets. 

Invisibility, 10 radius makes all targets adja- 
cent to the caster invisible. The TMACO of 
melee attacks against invisible targets is 
reduced by 4. It is impossible to target 
ranged attacks against invisible targets. 
Invisibility is dispelled when a target attacks. 

Lightning bolt does 1 d6 MP per level of the 
caster to all targets within its area. If the tar- 
get makes its saving throw, the damage is 
halved. A lightning bolt is 4 or 8 squares 
long in a line away from the caster. The bolt 
will rebound off walls to reach its full length. 



Protection from evil, 10 radius protects the 
target and all characters adjacent to the tar- 
get. The spell improves the AC and saving 
throws of those it protects by 2 against evil 
attackers. 

Protection from good, 10 radius protects the 
target and all characters adjacent to the tar- 
get. The spell improves the AC and saving 
throws of those it protects by 2 against good 
attackers. 

Protection from normal missiles makes the 
target immune to non- magical missiles. 

Slow affects I target per level of caster. The 
spell halves the target's movement and num- 
ber of melee attacks per round. Slow can be 
used to negate a haste spell. 

FOURTH LEVEL MAGIC-USER SPELLS 

Charm monster changes the target's alle- 
giance in combat. It will work on any living 
creature. The spell affects 2—8 I st-level tar- 
gets, 1—4 2nd-level targets, 1—2 3rd-level 
targets, or 1 target of 4th-level or above. 

Confusion affects 2- 1 6 targets. Each target 
must make a saving throw each round or 
stand confused, become enraged, flee in ter- 
ror or go berserk. 

Dimension door allows the magic-user to 
teleport himself to another point on the 
battlefield. 

Pear causes all within its area to flee. 

Pire shield protects the magic-user so that 
any creature who hits the magic-user in 
melee does normal damage, but takes twice 
that damage in return. The shield may be 
attuned to heat attacks or cold attacks. The 
magic-user takes half damage (no damage if 
he makes his saving throw) and has his sav- 
ing throw against the opposite form of 
attack improved by 2. Me takes double dam- 
age from the form of attack the shield is 
attuned to. 



Pumble causes the target to be unable to 
move or attack. If the target makes his saving 
throw, he is affected by a slow spell. 

Ice Storm does 3-30 MP to all targets within 
its area. There is no saving throw. 

Minor globe of invulnerability protects the 
caster from incoming first, second, or third- 
level spells. 

Remove curse removes the effects of a 
bestow curse spell and allows the target to 
unready cursed magic items. 

Bestow curse reduces the targets TMACO and 
saving throw by 4. 

FIFTH LEVEL MAGIC-USER SPELLS 

Cloudkill creates a cloud of vapor which 
instantly kills creatures with 4 or fewer hit 
dice. Creatures with 4+ 1 to 5+ 1 hit dice 
must save versus poison at -4 or die. 
Creatures with up to 6 hit dice must save 
versus poison or die. 



Cone of cold does 1 d4+ 1 HP per level of the 
caster to all targets in a cone shaped area. If 
the target makes its saving throw the dam- 
age is halved. 

Peeblemind reduces the target's intelligence 
and wisdom to 3 so that the target cannot 
cast spells. The saving throw of a human 
magic-user is reduced by 4, the saving throw 
of a human cleric is improved by 1 , and the 
saving throw of non-human characters is 
reduced by 2. A feeblemind may only be 
removed by a heal spell from a temple. 

hold monster paralyzes up to 4 targets. It 
will work on any living creature. 
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APPENDICES 



RANGE OF ABILITY SCORES BY RACE 










ABILITY SCORE 




DWARF 


ELF 


GNOME 


HALF-ELF 


HALFLING 


HUMAN 


Strength (Male) 




8-18(99) 


3-18(75) 


6-18(50) 


3-18(90) 


6-17 


3-18(00) 


Strength (Female) 


8-17 


3-16 


6-15 


3-17 


6-14 


3-18(50) 


Intelligence 




3-18 


8-18 


7-18 


4-18 


6-18 


3-18 


Wisdom 




3-18 


3-18 


3-18 


3-18 


3-17 


3-18 


Dexterity 




3-17 


7-19 


3-18 


6-18 


8-18 


3-18 


Constitution 




12-19 


6-18 


8-18 


6-18 


10-19 


3-18 


Charisma 




3-16 


8-18 


3-18 


3-18 


3-18 


3-18 


Minimum Ability Score - Maximum Ability Score 












(xx) a maximum percentage for an 18 strength 












MAXIMUM LEVEL LIMITS BY RACE, CLASS, A1W PRIME REQUISITE 




CLASS 


ABILITY 


DWARF 


ELF 


GNOME 


HALF-ELF 


HALFLING 


HUMAN 


Cleric 


Any 


no 


no 


no 


5 


no 


10* 


Fighter 


STR 16- 


7 


5 


5 


6 


4 


12* 




STR17 


8 


6 


5 


7 


5 


12* 




STR 18+ 


9 


7 


6 


8 


no 


12* 


Paladin 


Any 


no 


no 


no 


no 


no 


11* 


Ranger 


STR 16- 


no 


no 


no 


6 


no 


11* 




STR17 


no 


no 


no 


7 


no 


11* 




STR 18+ 


no 


no 


no 


8 


no 


11* 


Magic-User 


INT 16- 


no 


9 


no 


6 


no 


11* 




INT17 


no 


10 


no 


7 


no 


11* 




INT 18 


no 


11 


no 


8 


no 


n* 


Thief 


Any 


12* 


12* 


12* 


12* 


12* 


12* 



no: Characters of this race cannot be of this class. 

* : Highest Level Available in Curse of the Azure Bonds. Normal AD&D Characters have unlimited level advancement in these classes. 
ARMOR AISD WEAPONS PERMITTED BY CHARACTER CLASS 

CLASS MAX ARMOR SHIEL0 WEAPONS 



Cleric 

Fighter 

Paladin 

Ranger 

Magic-User 

Thief 



any 

any 

any 

any 

none 

leather 



any 
any 
any 
any 



club, flail, hammer, mace, staff, staff sling 

any 

any 

any 

dagger, dart, staff 

club, dagger, dart, sling, short bow, one-handed swords 
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SPELL PARAMETERS LIST 

This is a listing of spells available to player 
characters as they gain in level. The follow- 
ing are abbreviations used in the list: 

Cmbt = Combat only spell 
Camp = Camp only spell 
Both = Camp or Combat spell 
T = Touch Range 
dia = diameter 
rad = radius 

All = All characters in combat 
r = combat rounds 
t = turns 
/Ivl = per level of caster 
targets = aim at each target. 

IST-LEVEL CLERICAL SPELLS 



4TH-LEVEL CLERICAL SPELLS 

SPELL NAME WHEN RNG AREA DURATION 



SPELL NAME 


WHEN 


RNG 


AREA 


DURATION 


Bless 


Both 


6 


5 dia 


6r 


Curse 


Cmbt 


6 


5 dia 


6r 


Cure Light Wounds 


Both 


T 


1 




Cause Light Wounds 


Cmbt 


T 


1 




Detect Magic 


Both 


0 


1 


1t 


Protection from Evil 


Both 


T 


1 


3r/M 


Protection from Good 


Both 


T 


1 


3r/lvl 


Resist Cold 


Both 


T 


1 


1t/lvl 


2ND-LEVEL CLERICAL SPELLS 




SPELL NAME 


WHEN 


RNG 


AREA 


DURATION 


Find Traps 


Camp 


3 


1 


3t 


Hold Person 


Cmbt 


6 


1-3 targets 4r+1/lvl 


Resist Fire 


Both 


T 


1 


1t/lvl 


Silence 15' Radius 


Cmbt 


12 


3 dia 


2r/lvl 


Slow Poison 


Camp 


T 


1 


1 hour/lvl 


Snake Charm 


Cmbt 


3 


All 


5-8r 


Spiritual Hammer 


Cmbt 


3 


1 


Ir/lvl 


3RD-LEVEL CLERICAL SPELLS 




SPELL NAME 


WHEN 


RNG 


AREA 


DURATION 


Cure Blindness 


Both 


T 


1 




Cause Blindness 


Cmbt 


T 


1 




Cure Disease 


Camp 


T 


1 




Cause Disease 


Cmbt 


T 


1 




Dispel Magic 


Both 


6 


3x3 




Prayer 


Cmbt 


0 


All 


1r/lvl 


Remove Curse 


Both 


T 


1 




Bestow Curse 


Cmbt 


T 


1 


1t/lvl 



Cure Serious Wounds 


Both T 


■j 




Cause Serious Wounds Cmbt T 


i 




Neutralize Poison 


Camp T 


1 




Poison 


Cmbt T 


1 




Protection from 








Evil 10' Radius 


Both T 


2 dia 


1 t/lvl 


Sticks to Snakes 


Cmbt 3 


1 


1r/lvl 


5THLEVEL CLERICAL SPELLS 




SPELL NAME 


WHEN RNG 


AREA 


DURATION 


Cure Critical Wounds 


Both T 


1 




Cause Critical Wounds Cmbt T 


1 




Dispel Evil 


Both T 


1 


1 r/lvl 


Flame Strike 


Cmbt 6 


1 




Raise Dead 


Camp 3 


j ' 




Slay Living 


Cmbt 3 


1 





IST-LEVEL DRUIDICAL SPELLS 
(FOR HIGH-LEVEL RANGERS) 



SPELL NAME 



WHEN RNG 



AREA 



DURATION 



Detect Magic Both 0 1 12r 

Entangle Cmbt 8 4 dia 1t 

Faerie Fire Cmbt 8 8 dia 4r/lvl 

Invisibility to Animals Both T 1 1t+1r/lvl 

IST-LEVEL MAGIC-USER SPELLS 



SPELL NAME 


WHEN RNG 


AREA 


DURATION 


Burning Hands 


Cmbt T 


1 




Charm Person 


Cmbt 12 


1 




Detect Magic 


Both 0 


1 


2r/lvl 


Enlarge 


Both .5/lvl 


1 


1t/lvl 


Reduce 


Both .5/lvl 


1 




Friends 


Camp 0 


All 


1 r/lvl 


Magic Missile 


Cmbt 6+lvl 


1 




Protection from Evil 


Both T 


1 


2r/lvl 


Protection from Good 


Both T 


1 


2r/lvl 


Read Magic 


Camp 0 


1 


2r/lvl 


Shield 


Both 0 


1 


5r/lvl 


Shocking Grasp 


Cmbt T 


1 




Sleep 


Cmbt 3+lvl 


1-16 


5r/lvl 


2ND- LEVEL MAGIC-USER SPELLS 


SPELL NAME 


WHEN RNG 


AREA 


DURATION 


Detect Invisibility 


Both 0 


All 


5r/lvl 


Invisibility 


Both T 


1 




Knock 


Camp 6 


1/lvl 




Mirror Image 


Both 0 


1 


2m 


Ray of Enfeeblement 


Cmbt 1+25/lvl 1 


1 r/lvl 


Stinking Cloud 


Cmbt 3 


2x2 


1 r/lvl 


Strength 


Camp T 


1 


6t/lvl 
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3RD LEVEL MAGIC USER SPELLS WEAPON LIST 

DAMAGE VS 



SPELL NAME 


WHEN 


RNG 


A OCA miOATlftkJ 

AREA DURATION 




DAMAGE VS 


LARGERTHAN 


NUMBER 




Blink 


Both 


0 


1 1r/lvl 


NAME 


MAN SIZED 


MAN SIZED 


OF HANDS 


CLASS 












Dispel Magic 


Cmbt 


12 


3x3 


Ava Manri 
rVvc, ndHU 


In) 


1-4 


1 

l 




Fireball 


Cmbt 


10+lvl 


2 or 3 rad - 


Ddl UIUICT 


c 0 


0 \c 


9 

L 




Haste 


Both 


6 


5 dia 3r+ 1/lvl 


RactarH Sworfl 

UuOlUlU UVVUIU 


2-8 


2-16 


2 




Hold Person 


Cmbt 


12 


1-4 2r/lvl 


Battleaxp 


1-8 


1-8 


1 




Invisibility 10 Radius 


Both 


T 


2 dia 


Rpf dp Hnrhin+ 


1-8 


1-6 


2 




Lightning Bolt 


Cmbt 


4+lvl 


4.8 


Dill uUlbdrillc+ 


9-fl 
C'O 


i.m 

r IU 


o 

L 




Protection from 








Rn Stirk 


1-6 


1-3 


2 




Evil 10 Rad 


Both 


T 


2 dia 2r/lvl 


Broad Sword 


O Q 

c-o 


9 7 


i 


f th 

,in 


Protection from 








UlUD 


1 R 
I'D 


1 9 


l 


i.ci.in 


Good 10' Rad 


Both 


T 


2 dia 2r/lvl 


Dagger 


1 A 


1 Q 

l-o 


i 


.mu.th 


Protection from 








Dart 


1-3 


1-2 


1 


f.mu.th 


Normal Missile 


Both 


T 


1 1t/M 


Fauchard+ 


1-6 


1-8 


2 




Slow 


Cmbt 


9+lvl 


5 dia 3r+ 1/lvl 


Fauchard-Fork+ 
Flail 


1 0 

1- o 

2- 7 


1- 1U 

2- 8 


o 
L 

1 


f,cl 


4TH- LEVEL MAGIC-USER SPELLS 


Fork Militarv+ 


1-8 


2-8 


2 




SPELL NAME 


WHEN 


RNG 


AREA DURATION 


Glaive+ 

Glaive, Guisarme+ 


1-6 


1- 10 

2- 12 


2 




Charm Monster 


Cmbt 


6 


1 + 


2-8 


2 




2-16. 3 rad 2r+1/lvl 


Guisarme + 


2-8 


1-8 


2 




Confusion 


Cmbt 


12 






Guisarme-Voulge+ 


2-8 


2-8 


2 




Dimension Door 


Cmbt 


0 


1 


1-10 


2-12 






0 


6x3 cone 1r/lvl 


Halberd+ 


2 




Fear 


Cmbt 






Lucern Hammer+ 


2-8 


1-6 


2 




Fire Shield (2 Types) 


Both 


0 


1 2r+1/lvl 


Hammer 


2-5 


1-4 


1 


,d 


Fumble 


Cmbt 


1/lvl 


1 1r/lvt 


Javelin 


1-6 


1-6 


1 




Ice Storm (Dmg only) 


Cmbt 


1/lvl 


5 dia 


Jo Stick 


1-6 


1-4 


1 




Min Globe of 
Invulnerability 


Both 


0 


1 1 r/lvl 


Long Sword 
Mace 


1- 8 

2- 7 


1-12 
1-6 


1 
1 


f.th 
f.cl 


Remove Curse 


Both 


T 


1 


Bestow Curse 


Cmbt 


T 


1 1t7lvl 


Morning Star 


2-8 


2-7 


1 * 






Partisan+ 


1-6 


2-7 


2 




5TH-LEVEL MAGIC-USER SPELLS 


Pick, Military 


2-5 


1-4 


1 
1 












Pike, Awl+ 


1-6 


2-12 




SPELL NAME 


WHEN 


RNG 


AREA DURATION 


Quarterstaff 
Ranseur+ 


1- 6 

2- 8 


1- 6 

2- 8 


2 


f.cl.mu 


Cloudkill 


Cmbt 


1 


3x3 1 r/lvl 


2 


Cone of Cold 


Cmbt 


0 


.5/lvl cone - 


Scimitar 


1-8 


1-8 


1 


f.th 


Feeblemind 


Cmbt 


1/lvl 


1 


Short Sword 


1-6 


1-8 


1 


f.th 


Hold Monster 


Cmbt 


.5/lvl 


1-4 targets 1 r/lvl 


Spear 

Spetum+ 

Trident 


1- 6 

2- 7 
2-7 


1- 8 

2- 12 

3- 12 


1 
2 
1 












Two-Handed Sword 1-10 


3-18 


2 












Voulge+ 


2-8 


2-8 


2 












Composite 


















Long Bow* 


1-6 


1-6 


2 












Composite 


















Short Bow* 


1-6 


1-6 


2 












Long Bow* 


1-6 


1-6 


2 












Light Crossbow# 


1-4 


1-4 


2 












Short Bow* 


1-6 


In) 


0 
L 


f th 

i, in 










Sling 


2-5 


2-7 


1 


f th 

,U1 










Staff Sling 


2-5 


2-7 


2 


w 














(See notes, next co 


umn...) 



Notes for Weapon List: 
+ Polearm 

• Must have ready arrows to fire. Two Attacks per round. 

# Must have ready quarrels to fire. One Attack per round. 
f=fighter. cl=cleric. th=thief. mu=magic-user 



ARMOR LIST 



CLERIC 



NUMBER OF SPELLS 



ARMOR TYPF 

flnmUn 1 lit 


WEIGHT 
IN GP. 


AC 


MAXIMUM 


None 


0 


10 




shield. omaii# 


50 


9 




Leather 


150 


8 


12 squares 


Padded 


100 


8 


9 squares 


Studded 


200 


7 


9 squares 


Ring 


250 


7 


9 square 


Scale 


400 


6 


6 squares 


Chain 


300 


5 


9 squares 


Splint 


400 


4 


6 squares 


Banded 


350 


4 


9 squares 


Plate 


450 


3 


6 squares 


• A character carrying many 


objects, including a large number of coins, 



can be limited in movement to a minimum of 3 squares per turn 
# A Shield subtracts 1 AC from any armor its used with. 



TABLE OF EXPERIENCE 
PER LEVEL 

The following charts show the amount of 
experience a character must earn in order to 
gain a level in his character class. The charts 
also list the number of spells that a character 
can have memorized at one time. Fighters 
and Thieves can never memorize spells. 

Remember that all experience earned by a 
non-human, multiple-class character is divid- 
ed by the number of classes the character 
has. The experience is divided even after the 
character has reached his maximum level in a 
particular class. A Human dual-class character 
only earns experience in his second class. 
The character cannot use the abilities of his 
first class until his level in his second class 
exceeds his level in his first class. 



LEVEL EXPERIENCE 


HIT 
DICE 


CLERICAL SPELL LEVEL 

1 2 3 4 5 LEVEL TITLE 


1 


0-1.500 


1d8 


1 


. 




- 


- 


Acolyte 


2 


1.501-3.000 


2d8 


2 




- 




- 


Adept 


3 


3.001-6.000 


3d8 


2 


1 








Priest 


4 


6,001-13.000 


4d8 


3 


2 








Curate 


5 


13.001-27,500 


5d8 


3 


3 


1 


- 




- 


6 


27.501-55.000 


6d8 


3 


3 


2 






Canon 


7 


55.001-110.000 


7d8 


3 


3 


2 


1 




Lama 


8 


110.001-225,000 


8d8 


3 


3 


3 


2 




Patriarch 


9 


225.001-450,000 


9d8 


4 


4 


3 


2 


1 


High Priest 


10 


450.001-675.000 


9d8+2 4 


4 


3 


3 


2 





• Bonus Spells For Clerics with High Wisdom Ability Score 



CLERIC'S WISDOM 



BONUS SPELLS 
1 2 3 4 5 



9-12 

13 

14 

15 
16 
17 
18 



♦1 - - - - 
+2- - - • 
+2 +1 - - - 
+2+2- - - 
+2 +2 +1 - - 
+2 +2 +1 +1 - 



Note that these bonus spells are only available when the cleric is entitled 
to spells of the applicable level. Thus a 6th-levei cleric with a Wisdom of 
18 can memorize the following spells 

NUMBER OF SPELLS 
1 2 3 4 5 

6th-Level Cleric with 18 Wisdom 5 5 3-- 



FIGHTER 



m 

LEVEL EXPERIENCE 


DICE 


LEVEL TITLE 


1 


0-2,000 


1d10 


Veteran 


2 


2.001-4,000 


2d10 


Warrior 


3 


4.001-8,000 


3d10 


Swordsman 


4 


8.001-18.000 


4d10 


Hero 


5 


18,001-35.000 


5d10 


Swashbuckler 


6 


35.001-70.000 


6d10 


Myrmidon 


7 


70.001-125.000 


7d10 


Champion 


8 


125,001-250,000 


8d10 


Superhero 


9 


250,001-500,000 


9d10 


Lord 


10 


500.001-750,000 


9d10+3 




11 


750,001-1,000,000 


9d10+6 




12 


1.000,001-1,250.000 


9d10+9 
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PALADIN 



LEVEL EXPERIENCE 



NUMBER OF SPELLS 
HIT CLERICAL SPELL LEVEL 
DICE 1 2 LEVEL TITLE 



0-2.750 

2.751-5.500 

5.501-12.000 

12.001-24,000 

24.001-45.000 

45.001-95.000 

95,001-175.000 

175.001-350.000 

350.001-700,000 

700,001- 

1,050,000 

1.050.001- 
1,400.000 



1d10 
2d10 
3d10 
4d10 
5d10 
6d10 
7d10 
8d10 

9d10 1 
9d10+3 2 



Gallant 

Keeper 

Protector 

Defender 

Warder 

Guardian 

Chevalier 

Justiciar 

Paladin 



9d10+6 



2 1 



RANGER 



HIT 



NUMBER OF SPELLS 
DRUIDIC & MAGIC- 
USER SPELL LEVEL 



LEVEL EXPERIENCE 


DICE 1 


1 LEVEL TITLE 


1 


0-2,250 


2d8 


Runner 


2 


2,251-4,500 


3d8 


- Stnder 


3 


4,501-10,000 


4d8 


- Scout 


4 


10.001-20,000 


5d8 


- Courser 


5 


20.001-40,000 


6d8 


- Tracker 


6 


40,001-90,000 


7d8 


- Guide 


7 


90.001-150,000 


8d8 


- Pathfinder 


3 


150,001-225.000 


9d8 1 


- Ranger 


9 


225,001-325.000 


10d8 1 


1 Ranger Knight 


10 


325,001-650,000 


11d8 2 


1 Ranger Lord 


11 


650,001-975.000 


11d8+2 2 


2 - 



MAGICVSER 



LEVEL EXPERIENCE 



HIT 
DICE 



NUMBER OF SPELLS 
MAGIC-USER 
SPELL LEVEL 

1 2 3 4 5 LEVEL TITLE 



1 


0-2,500 


1d4 


1 


- 


- 


- 


- 


Prestidigitator 


2 


2.501-5,000 


2d4 


2 


- 


- 


- 


- 


Evoker 


3 


5,001-10,000 


3d4 


2 


1 


- 


- 


- 


Conjurer 


4 


10.001-22.500 


4d4 


3 


2 


- 


- 


- 


Theurgist 


5 


22,501-40,000 


5d4 


4 


2 


1 


- 


- 


Thaumaturgist 


6 


40,001-60,000 


6d4 


4 


2 


2 


-A* 


• 


Magician 


7 


60,001-90,000 


7d4 


4 


3 


2 


1 




Enchanter 


8 


90.001-135.000 


8d4 


4 


3 


3 


2 




Warlock 


9 


135,001-250,000 9d4 


4 


3 


3 


2 


1 


Sorcerer 


10 


250,001-375,000 10d4 


4 


4 


3 


2 


2 


Necromancer 


11 


375,001-750,000 11d4 


4 


4 


4 


3 


3 


Wizard 



THIEF 



LEVEL EXPERIENCE 


HIT 
DICE 


LEVEL TITLE 


1 


0-1,250 


1d6 


Rogue 


2 


1,251-2,500 


2d6 


Footpad 


3 


2.501-5.000 


3d6 


Cutpurse 


4 


5.001-10,000 


4d6 


Robber 


5 


10,001-20,000 


5d6 


Burglar 


6 


20.001-42.500 


6d6 


Richer 


7 


42,501-70.000 


7d6 


Sharper 


8 


70.001-110,000 


8d6 


Magsman 


9 


110,001-160.000 


9d6 


Thief 


10 


160.001-220.000 


10d6 


Master Thief 


11 


220,001-440,000 


10d6+2 




12 


440,001-660.000 


10d6+4 
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INTRODUCTION 

— or — 

What Are We Doing in Tilverton, Anyway? 



Journal "Entry 1 

"I am beginning a new journal. My old 
journal is gone, along with all of the party's 
equipment. I unite here to try to make some 
sense out oj ourspottij memories. 

"We had all agreed to come south to 
Tilverton toseef^the lost princess, 9{acacia 
of Cor my r. Tilverton is on the border 
between the 'Dalelands andCormyr, and 
was the last place the princess had been 
spotted. 

"junior was that %ng Azoun 's 
youngest daughter, the 'Princess 9{acacia, 
ran away from the royal household Of 
Cor my r almost a year ago. She fled an 
arranged marriage and ran off with a cleric 
from Tilverton named Cjharri of Ljond. 

"The latest word was that 9{acacia and 
Qharri had a falling out and that she was 
seen near Tilverton recently. 'The king had a 
large reward out for9{acacia 's return. A 
smart group of adventurers like ourselves 
could make some powerful friends if they 
found the princess and returned her to 
the king. 

"Somewhere along the road to Tilverton 
we were attacked. The brigands must have 
been invisible, because some of our party 
went down before we knnv what was 
going on. I vaguely remember darf^f aces in 
evil looking helmets firing crossbows into 
our midst. The crossbow hits were not fatal, 
but every hit seemed to drop its target I 
remember getting hit in the arm. The wound 



blazed (ike fire. 9dy head swam, lust before 
I blacked out, I though that this was a bad 
end for such experienced adventurers. 

"9{pw we awake in Tilverton unth our 
WOimds healed. Our equipment is gone, 
but we have found a stash of coins. One of 
our first priorities must be to buy new 
equipment. 

"I overheard a servant mention the date, 
but I m not sure I believe it. If the servant 
speaks true it is almost a month since the 
ambush. Almost anything could have hap- 
pened in that time. 

"It seems that almost anything did. 'Each 
of us awoke unth five azure blue symbols 
imprinted on our sword arm. 'The symbols are 
not tattoos, they seem to e%st below the skin. 
'They occasionally feel (ike they 're moinng. 

list? 

"We have devised a plan of attack. Our 
spelt-casters unit prepare their spells. We 
unit purchase some new arms and armor. 
Then we are going out into Tilverton and 
find out what is going on. Someone must 
know. And I don 't care if we have to roust 
every sage, priest, and bartender in this 
town to find out. 

"'These are some random printed notes I 
have collected. Their information may be 
important on our journey. 9dy journal notes 
continue on page 10. 
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A BARD S NOTES ON PHLAN AND THE 
POOL OF RADIANCE 

The City of Phlan had risen to promi- 
nence, and then fell beneath an over- 
whelming tide of evil monsters. The 
ruined city was con- 
trolled by a powerful — ^— — 
entity, known only as 
The Boss.' 



While The Boss' 
looked outward 
toward even greater 
conquests, human set- 
tlers landed and creat- 
ed a foothold on the 
edge of Phlan. 
Adventurers flocked to 
the city in hopes of 
claiming a portion of 
the Phlan's fabled 
wealth. 




a great bronze dragon and had transport- 
ed the mystical 'Pool of Radiance' into his 
lair. The pool was an extra-dimensional 
portal which gave Tyranthraxus access to 
information and power from beings on 
other planes. 

— Tyranthraxus used his 
power to augment the 
dragon's already 
fearsome combat 
capabilities. He was 
also protected by a 
squad of powerful 
fighters with magical 
arms and armor. The 
adventurers triumphed 
over Tyranthraxus and 
his minions only after 
the most heroic of 
combats. 



Amulet of Lathander 



The battle to cleanse Phlan was an epic 
struggle. First, adventurers cleared the 
city, block by block. Then, they found 
and defeated the concentrations of evil 
monsters and men in the wilderness 
around the city. Finally, adventurers 
assaulted the castle where the evil leader 
held sway. 

When the adventurers finally battled their 
way into the deepest chamber of the cas- 
tle, they discovered that the infamous 
'Boss' of Phlan was an evil spirit named 
Tyranthraxus the Flamed One. 
Tyranthraxus had possessed the body of 



— — When Tyranthraxus 
was defeated he did 
not die. His naked spirit rose from the 
body of the dragon and was drawn back 
through the Pool of Radiance. The pool 
drained away and the power of 
Tyranthraxus was broken. Phlan was free. 

Like most heroes, however, the adventur- 
ers who freed Phlan did not stay around. 
It is known that they took a boat from 
Phlan to the City of Hillsfar across the 
Moonsea. From there it is rumored that 
they traveled south and west in search of 
further adventure. 
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Journal "Entries 

These entries include items which adven- 
turers might copij or file in their journal as 
then travel. 'During the game these entries 
are referred to by number. 'When the game 
refers to a 'Journal 'Entry, read the specific 
entrij ami place a checkmarl^in the bo?i to 
keep trackof which entries have come up in 
the game. Do not read ahead to other 
Journal 'Entries; some tales are false, and 
maif leadijour adventurers astray. 

U Journal Entry 2 

The assembled dragons glare down upon 
the party, three ancient dragons of each 
color: red, green, blue, blacky and white. In a 
booming voice you hear one say, "Mortals, 
ijou have chosen a very bad time to confront 
us. Jlee for your miserable lives now, and 
we shall consider letting you live. " 

Us you consider their magnanimous offer, 
you hear a great beating of wings. Several 
dragons quickly push you to the rear, trying 
to hide you from view. The rest bow their 
heads in supplication. 'The gigantic, queen of 
evil dragons lands amidst the assembled 
throng. 'Her five heads scan the gathering ■ 
'Tiamat has arrived. 

□ Journal Entry 3 

7 m afraid that I know all too well 
what those bonds signify. I was bonded 
once as well. 

"'The story began when a Master tiarper 
wanted to make sure that His work would 
be presewedin pristine form, tie was 
revolted at the thought of his songs and sto- 
ries being corrupted and changed over time, 



as all performing arts eventually are. tie 
attempted an experiment to create a kind of 
flesh golem, a simulacrum of a human being, 
that would be an immortal vessel for all of 
his work, In this way he hoped to cheat the 
effect of time. 

"'Unfortunately, the 'Master 'Bard made a 
mistake during the creation of the vessel and 
one of his assistants was killed. When the 
Conclave of tiarpers found out about the 
epqieriment, and the reasons behind it, they 
were appalled. The Conclave stripped the 
'Master 'Bard of his powers, his magical 
objects, and his name. They wiped his songs 
and stories from the collective memories of 
the entire H(ealm. It was as if he had never 
e?(isted. 'Then, they trapped him in a pocket 
dimension, and left him there. The Conclave 
thought the now nameless bard was effec- 
tively banished. 

"tiowever, a powerful group of magi- 
cians and monsters re-created some of the 
nameless bard's experiment. They tracked 
the nameless one to his dimensioned prison 
and offered to help him build his vessel. In 
exchange, the group would have a hand in 
defining the vessel's "instructions. "'The 
nameless bard's obsession with his worf^ 
blinded him to the einl intent of the group, 
tie agreed to build another vessel. 

"1 was the result of their efforts. In order 
to bring me to true life, they needed to sacri- 
fice a being of truth and goodness. The dea- 
mon Thalse kidnapped my companion, 
Dragonbait, from another dimension. 
'Dragonbait is a Saurian; he is the other- 
worldhf equivalent of a Taladin. 
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"tiowever, with the aid oj the nameless 
bard, 'Dragonbait was able to thwart the 
evil ones by gifting me with a portion of his 
spirit. The nameless one sacrificed himself 
and engineered Dragonbait and my escape 
from the evUones. 

"After our escaped I ivoke up in a 
strange place, with manufactured memories 
andsijmbols such as yours on my arm. Don 't 
worry. My bonds are gone, and I am now 
fully my own person. 

"In order to remove my symbols, I had to 
overcome the compulsion oj the bonds. 'Each 
bond is (ike a magical geas put on you by the 
person or group represented by the symbol. 

"^bur only hope is to destroy the person 
or group that was involved in creating your 
bonds. I see the "mouth in hand" symbol of 
Moander on your arm. Terhaps we can 
cooperate. 

"I am here because of the rumors that 
Moander is threatening to return again. The 
cultist of Moander were some o) the evU 
ones involved in my bonding. Since you are 
here and carry his bond, I assume that he 
has managed to gather enough power to 
attempt his return. 

"I know that the new altar of Moander 
is somewhere in this ruined temple. This is 
his original holy place on our'Flane. Let 
Dragonbait and I help you. We have battled 
this evil be fore. " 



Q Journal Entry 4 

A map marked Sewers. 

guild 



0 'Door 



'Mute out 
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□ Journal 'Entry 5 

"We Ifakshasa are very fond of gam- 
bling. I had been hating a streakof bad luck, 
and gone through most of my possessions. 
Recently, I discovered that 'Birsheya had 
been cheating in those games. 'However, the 
Clan Lord will not act without proof. 
<Birsheya guards the clan storehouse and I 
knozu that there is evidence hidden there. If 
you help me breakin, you may select what- 
ever you want from the storehouse, I just 
want the proof of 'Birsheya 5 cheating. " 

□ Journal Entry 6 

t<( Jhe statue in my wheelbarrow was my 
son. We were west of Teshwave when we 
spotted a 'Beholder. %k ran and hid, but my 
son was not quicf^enough. I have been beg- 
ging for money to heal him since then. Could 
you help?" 

□ Journal Entry 7 

7 am Jzoul Chembryl, high lord of the 
r DarliiShrine. (My 'precious mages ', as you 
call them, have allowed me to follow your 
minion. 'De^am, you overstep your 
authority. My mari^is on these people, and 
the Impcrceptor wdllqiozv of my work- in 
due time. 

"It is I who workjor the greater glory of 
( Bane. The powers granted us by (Bane, com- 
bined with the power of the secular magic- 
users, will bring about a ( Banite Hegemony 
in the Realms, and these bonded tools are 
central to the consolidation of our power. 
With them I hope to be able to control and 
avoid the traps set in magical items by the 



(awful and the good. ( Jhe bonded ones are 
under my control and authority andunll 
remain sojor as long as I live. " 

□ Journal Entry 8 




□ Journal Entry 9 




1. flaming aura. 

2. Can possess other bodies. 

3. Involved unth the Tool of Radiance. 

U Journal Entry 10 

"I have been laughed at and abused since 
I first came to Thlan, but now my true 
genius shall be seen. In the caverns beneath 
us are the nucleus of my fanatical army. In 
the river are my dragon navy and soon the 
gargoyles shall arrive to control the air. I 
shall let you live long enough to see my vic- 
tory over the flamed One. Then you shall be 
sacrificed to my greater glory. "He laughs 
maniacally as you are led away. 
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□ Journal Entry 11 

"four arrival is well timed. We expect 
the king to fall into our backup trap. It is 
unfortunate that you attacked the wrong 
target. 'But let me introduce the man you 
tried to kill "He gestures over to two pris- 
oners, tied up against the wall. One is a thin 
bearded man and the other is a young 
woman, unth a tattered purple sash. 

"The man you tried to kill is Qiogi 
Wyvernspur, an excellent mimic. "Turning 
to Cjiogi, "Terhaps you could give us another 
rendition of the king s voice. ' Qiogi looks at 
you and blanches. 

"Also, let me introduce the woman who 
made the king 's arrived possible, 'Princess 
C\(acacia. " 

At this point, the princess slips her 
bonds, sweeps up a handy club and brains 
the leader. "Quicks "she yells, "dispose of his 
guards before the leader can evoke your 
bonds! " 

□ Journal 'Entry 12 

Dimswart says, "9dy name is 'Dimsivart 
the Sage. I am happy to meet you, though I 
wish it were under better circumstances. 

7 knew some other people who had 
bonds similar to yours and have spent some 
time studying them. I see that some of the 
symbol are missing, however, I would sup- 
pose that originally there were five. 
'Essentially, the symbols are power signs of 
five powerful factions that have banded 
together. 



"9{eedless to say, they are all extremely 
evd. Their common purpose is to enhance 
their collective power. However, if this 
bonding follows the preinous pattern, and 
unth Moanderand the 'fire 'Knives involved 
I have little doubt that it will, each of the 
evil powers has it '$ own use for you, to the 
detriment of the others. 'That is your greatest 
advantage. 

7 have personal knowledge of one of 
your bonds. The hand unth a mouth is the 
symbol of'Moander. His aspect was 
destroyed the last time he tried to enter this 
plane. It s probable that 'Mogion, his surviv- 
ing High 'Priestess, has placed the symbol on 
you as part of her attempt to bring him 
back: 

"I know little more than the identity and 
some rumors about the other symbols. The Z 
encased in a circle on a triangular field is the 
symbol o) the Zhentrim, our hosts I'm 
afraid. It is said that they have a great 
hoard of lawful good weapons and magical 
items hidden somcivhere. I was attempting 
to find out where it is when I was captured. 
I have determined that the hoard is not at 
Zhentd'Keep. It is rumored that 'Jzoul 
Chembryl, the leader of the Zhentrim, is 
attempting to bring persons oj good align- 
ment under his power so that he can use 
these devices. 

"The half moon with three bars is the 
sign of 'Dracandros. He is a mighty 1{ed 
'Wizard of 'Thay, but he has been banished 
for having an overweening ambition untem- 
peredunth any sense of tact or timing. It is 
said he has an obsession unth dragons, hence 
his name. His symbol also resembles that of 
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'Elminster of Shadowdcde. 'Dracandros obvi- 
ously hopes that he can be as powerful as 
'Elminster someday. 

"finally, the claws of flame are the 
symbol of Tyranthra^us, the flamed one. I 
thought that it would take him much longer 
to recover after the recent events in Thlan. 
'His is the greatest threat, as his ambition is 
the domination oj the entire 'Prime Material 
Plane, and he controls the Pool of Radiance, 
which must stdle^ist if he is back. 

(( To finish off Tyrant hra^us you wdl 
need three magical artifaets. I know that 
theij have been distributed amongst three of 
the powers that have bonded you. One of 
the artifacts, the Amulet of Lathander, is 
somewhere here in Zhentil 'J(eep. 
Dracandros has the '.Helm oj 'Dragons near 
itfaptooth andftlogion controls the 
Cjauntlet of 9doander at Julash. 9{pne of 
these items are of any use except when they 
are in the vicinity of the Pool of 'Radiance. 
Un fortunately, I don 't know how their 
magic works. 

"I m a fraid I won 't be of much use to 
you in terms of fighting power. 'However, I 
have been adventuring before and know 
how to stay out oj the way. " 

Q Journal "Entry 13 

"It has been deemed necessary to call 
upon the Odulmaster 'Beholder Corps to 
counter the dragons now infesting the 'River 
Tesh. 'Because of the corps destruc tive 
impulses, allZhentrim operative between 
Teshwave and Dagger 'Tails are ordered to 
uhthdraw from the area. 9{p bene fits wdl be 
paid to the zindows and orphans of those 
who ignore this order. " 
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□ Journal Entry 14 

'The man unth no name begins to glow 
and change. His features become evil and 
calculating. "9(ame(ess opposed me as you 
do, " the man form says. "9{pw his shell pro- 
tects my fiery essence. 'The time has come, 
bow to your new master ■ bow down to 
'Tyrant hra?(us! "As he laughs, the bonds on 
you arms glow brightly. Jou feel your knees 
bend as you bow down before him. 

□ Journal Entry 15 

"There, Qreat Ones, you can see that they 
are part of 'Elminster 's plot to destroy all 
dragonkind in retaliation for the 
'Dragon flight. 'Jou may have these assassins 
as a sign of my good faith in warning you. 
Jbu can see on their arms the sign of 
Ttjranthra^us, the enslaver of dragons. This 
sign marks them as the servants of the 
enslaver, as well as being pawns of 
'Elminster! " 

One Dragon, however, says, "O'bu have 
not convinced me. I see the glouAng bonds 
on these mortals. I have heard that simdar 
bonds were used to control a warrior that 
attacked ^listinarperadnacles Hai Draco. I 
thinkgou control these mortals with their 
glowing bonds, free them and then we may 
judge their actions. " 

Dracandros says, " ( But, if I free them, 
they anil attackjyoul" 

The Dragon says, "The few of them... 
against the many of us! Dk are not afraid. 
Or is it you who are afraid of them? <)bu 



7 



Gr - ^ / *rr s / T " F X / *r~?^ / *r~^ > / *tt v ^tt^ / *t^ v / T^* X / r = ^\ 



should not be. for if you lie, you should be 
afraid of me! " With that a drop of smoking 
acid escapes from the dragon 's mouth past 
his evd, toothy grin! 

Dracandros recoils from the dragon and 
turns to the party. He speaks a meaningless 
phrase and his symbol slowly disappears. 
The party is free of another bond. 

□ Journal Entry 16 

,<l The creatures of the deeper caverns have 
begun to awake. In deference to me, they 
have made a present of a great artifact. It is 
one of the three needed to slay the flamed 
One permanently. He betrayed me backjn 
Phlan, but now I shall gain revenge. As 
soon as we have disposed of the Zhentrim 
we can turn our attention to Myth Drannor 
and my enemy. " 

□ Journal Entry 17 




□ Journal Entry 18 

'That bond you wear — the one with 
the crescent moon — bears a very close simi- 
larity to Elminster 's symbol. 9{pw Elminster 
is not the type of man to take kindly to 
someone claiming that they dbeen bonded 



by him. So, if I were you, I dslip out of 
Shadowdcde and sad down to TAshabenford. 
Then I dworkjny way south untdlfound 
a certain red wizard's tower. !After that Id 
get him to remove the bond. Or you could 
hang around here and get turned into a 
newt by Elminster. " 

U Journal 'Entry 19 

!As the cleric casts the spell, the bonds 
begin to glow brightly. Arcs of blue flame 
shoot out from them and strike about the 
room. The characters begin to writhe in 
extreme pain. The cleric ceases the sped, 
"These bonds fight my powers, removing 
them is beyond me. I wish you better luck. 
Qo with Qond. " 

□ Journal Entry 20 




y Impassable g Stairs 
// Area 
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□ Journal ''Entry 21 

ftlaterian, 

!Hey, you may be mu brother, but if 1 
don 't get that 300 gold pieces you owe me 
I m gonna come a fter you unth a bastard 
sword. I don 't care if you are a member of 
the fylackjHetwor^ They can 't watch you 
all the time. I 've stillgot a few tricks of my 
own that I can use on a slime ridden, otyugh 
like you. 

Otherwise, Mom and (Dad are fine. Sis is 
getting too big for her britches. I may head 
down to the village of Map to lookjnto 
rumors of a gathering of'BlackjDragons. 

'When 're you coming backjo Tssembra? 
Jour wife Lilian wants to know. 

(By the way, 1 11 take her instead of the 
money. 

<>our loving brother, 

Myrv&tets 

□ Journal ' "Entry 22 

7 don 't know whu you 're craz.y enough 
to want to go down the Tit of 9doander, but 
I can give you free passage through the city. 
I can guarantee that %ed 'Plumes not molest 
you, but this is stdla city under siege and I 
can 't be nurse-maiding you around. It has 
been reported that ZhentU (Keep has sent 
some terror teams to annoy us. Some sham- 
bling mounds have oho been spotted some- 
where to the east. 

(Here i a map to the Tit and the locations 
of our checkpoints, (see Journal 'Entry 52) 
Jbu are welcome to rest in the barracks and 
eat in the trooper mess. I've indicated them 
on the map as well. Oh, be careful, the zvalls 



and pavement in Julash have endured some 
great strains recently, I can 't vouch for their 
stability in most areas of the city. " 

Ujournai "Entry 23 

"Oki here 's the scoop. Ja got yer con- 
demned prisoners, them s as admitted they 
was guilty. 'They has ta fight the monsters 
unth out no weapons — we give ya three to 
one ifya choose the prisoners, straight even 
ifya choose the monsters. On the other 
hand, ya got yer accused criminals, them '$ as 
said they was not guilt; they gets ta keep 
their weapons as they 'refightin ' to see if 
( Bane mil judge them as worthy. 'We give ya 
two to one on either side, lust set yerself 
and pays yer money. Only need one platinum 
piece to play. " 

□ journal ' "Entry 24 

The letter reads, "(Hail 'Harper's friend, 
we must warn you that (Draeandros of'Thay 
seeks to use you against dragonkind. To pro- 
tect yourself you should seek^ci deadly blade 
that he has secreted in the caves below his 
tower. Still avoid the dragons if possible, 
they are quite deadly. " 
'The letter is unsigned. 

□ Journal ' "Entry 25 

a< We spirits of (Myth (Drannor have 
grown weak^over the centuries. We can now 
do little but observe. We askf or your help. 
In return let me reveal to you a secret power 
of the Thri-kreen. Within this building is a 
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glowing red web. If you speal^the word 
"Xrrkik ' while standing before it, then 
walkMto it, you will gain great strength. I 
have seen many of the 'Ihri- knen do this. " 

□ Jour nal "Entry 26 

"'The men had been paralyzed bif a spell 
cast bx\ an invading cleric. 'He was after the 
prisoners held in the leader's room to the 
south. Luckily he had finally been overcome 
in this room. " 

□ Jour nal "Entry 27 

The wounded men moan in terror about 
a hammer wielding maniac and a room sud- 
denlii filled unth flashing blades. 'They hope 
the leaders two prisoners are worth their 
trouble. 

UJourna[ ( Entry28 

Zhentrim troops that have tried to reaeh 
'Dagger 'Jails via the HdverTesh have been 
consumed bij a dragon lying beneath the 
waves. It was awakened b\\ someone from 
'Man who was betrayed by ZhentU 'Keep. 
'He must still be somewhere near 'Dagger 
Jails, since the attacks have been recent. 



□ Journal 'Entry 30 

"So, these are Jzoul's little secret. 'Very 
interesting. As the representative of the 
'TRfll'L priests of 'Bane, I shall deliver you to 
(hlulmaster and to the grand Impercept or. 

"Once in (\lutmaster, I will examine 
these bonds in my laboratonj, to your 
extreme discomfort I m afraid. 'But, you may 
be comforted that during the final proce- 
dure, the one that unll result in your death, 
the pain unll not go on for more that two, or 
perhaps three, weeks. 

"Once I have uncovered the secret of 
these bonds, the Imperceptor unll be most 
angry unth his dear little 'Jzoul, and we 
may finally rid ourselves of this heretic and 
his precious mages." 

□ Jour nal "Entry 31 

<lc fou were brought in by a group in red 
robes. They said they d found you on the 
road, near death. They paid for your rooms 
in advance, so you can stay as long as you d 
like. 0'ou had those tattoos when you came 
in, but I ve never seen anything like them. 
'Filani the sage could help you though, you 
should go see her, two blocks north. " 



□ Journal 'Entry 29 □ J our nal 'Entry 32 

The unturned part reads, "... our ally can m questioned by two of the 

control flame, skip from body to body and 8 mrds and tfteir commander. Jor every yes 
exhibits an array of extra-dimensional anszver you give one of the guards sneers 

powers. It is my conclusion that the flamed knowingly and marks it down. Jor every no 
One can be none other than 'Tyran... " ansmr the other guard snorts and marks it 

in a different ledger. The commander writes 
down all of your party 's vital statistics 
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including where you came from andx\our 
names. Anytime you as (it Hem about their 
questioning then ad turn, sneer, and the 
commander says, 'We are preparing a file on 
you, this is strictly routine. " 

□ J ] our nal "Entry 33 

"I am Caemir and my ancestors lived and 
died here in \Slx\th (Drannor. I have Seen 
plagued recently by evil dreams of my grand- 
father's tomb being turned into a nest for 
foul spider things. Ifijou mill help me lay 
his spirit to rest, I unllgive you this bow 
which he made. " 'He shows you an 
exquisitely crafted bow that radiates power- 
ful magic. 

□ Journal Entry 34 

yeah, well, watch yourself because 
there 's lots of holes ya can 't see and wads 
that are about to come down and brain you. 
The fydTlume 's are crawling all over the 
place — and they have orders to kill any 
looters they find. 'You want to know where 
the 'Fit is?ybu 're crazy. Its in the north 
wall of the northeastern quadrant of the 
city. That place is enough to make you loony 
though. Some %ed 'Flume '$ have jumped ship 
rather than go on guarding the place. Oh, 
yeah. The 'Flumies have set up some cheeky 
points ad over the city. "There s one just in 
front of 'The Fit and one at the commanders 
OlQ. Can we go now?" 

U Journal Entry 35 

The letter reads, "friend, we have come 
upon more news for you. To slay the 
accursed flamed One who holds the most 



powerful of your bonds, you und need three 
items, the Helm of 'Dragons, the gauntlet of 
\\loander and the Amulet of Lathander. 
'Each is held by one of those controlling ijour 
bonds. 'Without these he und be able to 
ignore ifourmost powerjul attacks. " 
The letter is unsigned. 

U Journal Entry 36 

'We 've been here for almost a month 
whipping these bugbears andwargs into 
shape. 9{pw you 've got the easy part. We 
can 't lead' these monsters against 'Dagger 
'Tails, otherwise they would realize that the 
Zhentrim were behind this. So ijou take the 
beasties to Dagger 'Tads and attache city. 
'We dhave a "rescue force " of Zhentd %eep 
troops arrive soon after and repulse your 
attack, tten we '((occupy the city as heroes 
and you Tlbe paid most handsomely. Well, 
we 're off to Teshwave, good luck. " 

□ Jour nal Entry 37 

"'This passage was used during funerals 
by those in the temple. 'They would transport 
the deceased remains from the temple to the 
burial glen through the passage. The passage 
comes up in a backroom of the temple. 

"If you try to approach the 'Temple on 
the path to the north, or through the ruins 
to the east, Tyrant hra^us minions und spot 
you and he und be waiting. Tie does not yet 
know about this tunnel. " 
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□ Jour nal "Entry 38 

"you bear the sumbol of five different 
organizations. 'Three I recognize, one I've 
never seen and the last causes me some con- 
cern. 'The flame and dagger is the symbol of 
the Jire 'Knives, a group of assassins who 
last operated out of 'West gate. 'That group 
had been destroyed, so they must have a new 
base of operation. I fear I do not know 
where. 

"TJie mouth in the palm is the symbol of 
the god 'Moander. 'This god was banished 
from the world, but he reappeared brief ly as 
a pile of filth. It laid waste to a section oj 
the city of'yulash before its defeat. The 
cult 's color of choice is green. 

"'The ornate Z in the triangle is the 
symbol of the Zhentrim, the 'Blacks 
Outwork, These are an evil alliance of 
priests, mages and thieves operating out of 
Zhentil 'Keep. Some say that they run 
Zhentd Keep. 

'The flaming symbol I ve never seen, so 
I can give you no information. The last 
symbol, unth the crescent moon, bears a dis- 
turbing similarity to a powerful sage in 
Shadowdale. for my own safety, I '((say no 
more about it. 



□ Jour nal "Entry 39 




□ Journal "Entry 40 

'Because of the incursions along the Oliver 
Tesh by Zhentrim forces, all allies are 
ordered to gather in the caverns beneath the 
fads. 'The dragons should be able to hold 
back the beholders, but I e?(pect Zhentrim 
troops to follow up the attack, As pay I 
ptedge the standard portion when we (oot 
Teshwave, 'VoonTarand Zhentil 'Keep. The 
pfan is ncarlij complete, come at once. 

Signed, 

Lord'Porphyrys Cadorna 

□ Journal Entry 41 

'The paper is heavily soded, but you can 
make out, "... 'Knives untrustworthy, 
cuttists unreliable, wizard insane andT 
seems very dangerous. 'E?(pect little reliabili- 
ty from the 9{eiv Rdiance, especially over 
the bonded subject. 'Will need to set up our 
own observation team. 1 y er ... " 
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Q Journal Entry 42 

The letter reads, "friend of the harpers, 
we are working to provide you with allies. 
We have arranged for a rather unusual harp 
player to meet you in Zhentrf %eep. In the 
vdlage of Hap, the mage Akabar (BelAkash 
worlds to counter Dracandros. 'finally, two 
excellent warriors have Seen sent to the <Pit 
to aid you. "The letter is unsigned. 

D Journal "Entry 43 

An important man from Thlan escaped 
proper justice. A traitorous Council member, 
named Cadorna, was raised from the dead 
and has flown to (Dagger falls. 

□ Journal Entry 44 

"I am the current leader of the 
Swanmays, since (Kith and (Belinda disap- 
peared on the great glacier. We need some- 
one to infdtrate the (Red Wizard's "Tower 
and we heard that (Dracandros was looking 
for a party bearing those symbols on your 
arms. 

"(Dracandros has gathered all the (Blacky 
(Dragons in the area to his tower. We need 
to get a special piece of one of them. If you 
accept our markjjou urillbe eligible for a 
share of our reward. I have influence with 
several families that are guarding these 
caves, so I can get you to the tower. Once 
there, we would be most happy if you could 
get us a part of a dragon s heart, or, at least 
get them to leave the tower. " 



□ Journal Entry 45 

'The centaurs recently had a brush with 
spiders andThri-kreen. These monsters were 
heading north, apparently on a treasure 
hunting e^edition. They were probably 
headed for (Myth (Drannor. The Thri-kreen 
can avoid arrows and their phase spiders are 
unhittable after they strife. 

□ Journal Entry 46 

(Most (Respected (Mogion of (Moander, 
The %ed Wizard Dracandros has pro- 
vided a magical sending to me, alerting me 
that you are planning to exterminate the 
subjects of our little test. While I realize 
that you are among the survivors of not only 
a banished god but an earlier alliance, I 
must protest strongly your intention to erad- 
icate our subjects before they are fully 
tested. 

If you carry out this mad plot and slay 
our pigeons, then dracandros, myself, and 
Lord Twill all be forced to hunt you down 
and slay both you and anything you choose 
to bring onto this plane. (Do not doubt that 
we can do so. H(emember that I represent a 
more active power that is stUlat work-in 
this part of the Realms, and wdl take poorly 
to your hostUe actions. Once the subjects 
have been fully tested, then we may slay 
them. 

One more thing: I performed the 
requested research for you, and you are 
wrong. It is only the gauntlets, not the 
appearance of (Moander himself, which can 
devour the (Pool of %adiance. This further 
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weakens your argument to bring 
"old moldy" ' backonto this plane. 

Yours in darkness, 

Lord fzoul Chembryl of 'Bane, 

Zhentil%eep 

□ Journal Entry 47 

9{ear the city of dagger falls is the 
waterfall it was named after. Behind it are 
deep caverns, abandoned untd recently, 
mpv activity suggests that a man raised 
from the dead has taken them over. 'Dark, 
things are beginning to awake in response. 

□ Journal Entry 48 

"ybu have done well, my pets. The three 
artifacts that can do me harm are now in 
my possession. (More importantly, the bonds 
you wear can act as the Tool of 'Radiance 
does. With them I can transfer into any of 
your bodies and use it for as long as I need 
to. Then, should the body be killed, I can 
transfer through the bond andbackjo the 
Tool — or to another of your bodies. I must 
thankjjou for the great freedom you have 
afforded me. 9{pw come along and we wdl 
dispose of those dangerous objects. " 

□ Journal Entry 49 

A Darkjourney: The four darkjlves 
take you doum a long sloping corridor. After 
many hours, you have descended many mUes 
and begin to pass massive blackmushroom 
forests and a few bizarrely shaped buildings. 

finally, you reach a glowing cavern, 
with a large temple in the center. The dark. 



elves march you up into the heart of the 
temple. In an ony^walled room is a perfect, 
sdvery web. In the center of the web is a 
giant black^spider. The spider speaks in a 
raspy, hollow voice. 

"greetings. I represent the god of the 
darkelves. fou are my prisoners. Jour choice 
is simple, you may be my slaves, or be my 
lunch. " 

As you consider retreat, huge stone 
blocks seal the entrance. A tittering laugh 
echoes through the room. 

□ Journal Entry 50 

Olive says, "Well now, aren 't we a fine 
bunch of adventurers. (My name is Olive 
lluskcttle and I know a bit about those 
tattoos on your arms. A pal of mine had 
some simdar marks a whde back: I wonder 
where she is... 

"Listen, you 've got to get hold of the 
Amulet of Lathander. There is a man who 
could help you but he 's been captured and is 
•being held prisoner inside the temple. (His 
name is Dims wart the Sage and he helped 
that friend of mine I told you about. I have 
a secret way into the temple. What do you 
say?" 



U Journal Entry 51 

'The human you are looking for named 
Dims wart. (He s a very good sage, and a 
music lover, which is why we get 
along — did you know that I was a (Bard? 
'y'es sir, I 've got my harp right here and I 
could sing for you — well, maybe now is not 
the time. Anyway, fzoul Chembryl has cap- 
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□ Journal 'Entry 52 



'To the 'Pit 
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□ Jour nal "Entry 53 

Suddenly the roo f vaporizes and Xing 
Azoun, his wizard Vangerdahast and a 
troop o) royal guards descend into the room. 
One of the guards points at your party and 
says, "Those are the ones who tried to fffi 
you, your highness." 

The princess leaps up and stands 
between you and her father. "They were 
under the 'fire %nives control, they 
couldn 't help themselves. 'Besides that, they 
saved me." 

The king looks at you and at the 
princess, <t( Well, the fact remains that you 
attempted to kill me. Also, it looks as 
though ijou wear more controlling Bonds. I 
vAll not slay you, hut you are banished from 
all Cor myr lands. " 

The royal guards come up and begin 
escorting you out. Suddenly the far door 
opens and Q 'hard of Qond steps unsteaddy 
into the room. As you leave the room, you 
see the princess run over to him and they 
embrace, heading out of the hideout you 
hear the king saying, "'Xacacia, time for you 
to accept the duties of a princess. " 
The voices fade. 

Jbu are taken to the outskirts of town 
and the guards leave. As you decide on your 
ne?rt move, a horse pounds out of the gate, 
bearing Qharri and?{acacia. She waves as 
they race north. 

Q Journal Entry 54 

The princess has been talking with the 
slightly recovered leader. 'With a dagger to 
his throat he croaks, "All right, I'll release 
them. "He mouths a meaningless syllable 
and your bonds fade. 



□ Journal Entry 55 

"Jour aid of one of our fellows in 
Tilverton was much appreciated. In return 
we must warn you that fire %nives are 
watching the forest roads for you. Also the 
flamed One, in the ruins of Myth 'Drannor 
seems to be taking an interest in you. 
finally, something malignant seems to be 
watching the Standing Stones. (Beware and 
QoodLuck, " 

□ Journal Entry 56 

The man says, "Askjne not my name, for 
names are but labels men apply to that 
which they do not understand. I know of 
your bonds, and of your struggle to free 
yourself, for I helped create the first bonds 
what seems now so long ago. 

"Jour last bond, that of Tyranthra^us 
the flamed One, is the most dangerous. 
"Whither you know it or not, you are closer 
to eternal slavery now than ever, for 
Tyranthra^us need no longer share his 
power over you with others, he can turn his 
full fury to making sure that you do not ever 
escape. 

"Jour only hope is to catch the flamed 
one by surprise and deal with him before he 
can evoke the power of your bonds. 

□ Journal Entry 57 

"It is good to speak.with those with con- 
fidence enough to deed. 9dy clan has taken 
this spot as a place to rest for a few mortal 
lifetimes. (But, the flamed One, 
Tyrant hra^us, has stolen our followers and 
threatened my clan. His power is such that 
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we cannot attacliihis temple directly, though 
we hate him with gnat passion. 

"9{gw to our deal. <)bu wear the flamed 
Ones mark, hut I have been told you are his 
enemy. When yOU attaclihis temple we will 
bend our power to reclaim our followers. 
That may weaken him enough for you to be 
victorious. " 



Q Journal 'Entry 59 











V 



□ Journal "Entry 58 

'The letter is written in a crabbed script, 
7 have deemed the 'Displacer 'Beasts to be 
too weakjor my needs. Jbu are instructed to 
continue their training in the mountains 
ncar'Trfverton. It ivouldtake too many of 
them to lay waste to the *Dale(ands, but I 
don 't want them destroyed when the drag- 
ons begin their flight. 'Jou wtflbe contacted 
periodically -with new instructions. " 

The letter is signed with a symbol that 
matches the crescent moon bond on your arm. 
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Tavern Tales 

'These entries include items which adven- 
turers might overhear while traveling ami 
meeting other people. 'During the game these 
entries are referred to by number. When the 
game refers to a 'Tavern Tale read the 
specific entry and place a checkjnarf^in the 
bo\ to keep tracf^of which entries have 
come up in the game. T)o not read ahead to 
other Tavern Tales; some tales are false, and 
others are important clues that are based on 
when and where you read them. 

□ Tavern Tale 1 

'Both the (Princess and the 'King are in 
toum in disguise. 

□ "Tavern "lak 2 

A flame wreathed giant walks the "Liven 
Court. 'He only fears three ancient artifacts. 
One may lie below a waterfall to the north. 

□ Tavern Tate 3 

Many soldiers thinlithe Tit is spooky. 
Some have gone XtWOL rather than be put 
on guard dutij there. 

□ Tavern Ta(e 4 

The city s sewer is among the more dan- 
gerous in the 'Dalelands. 

□ Tavern Tale 5 

Cj roups of red robed assassins have been 
patrolling the forest trails. 



□ Tavern Tale 6 

% merchant adventurer named Akabar 
headed south to investigate Hap. A female 
adventuring group also headed in that 
direction. 

□ Tavern Tate 7 

VlHth Teshwave in Zhentrim hands the 
river has become dangerous to travel. 

UTavernTate8 

The Princess always has some piece of 
purple clothing on, that 's how to spot her. 

U ( Tavern f Iale9 

Someone passed through recently with 
something he was sure would destroy the 
plants. He was waving a wand about. 

QTavernTatelO 

There 's a trap door in the altar which 
soldiers use to deposit all magic items from 
their raids. 

□ Tavern Tale 11 

A mercenary group from the south was 
slain bij river pirates recently. 

UTavernTatel2 

'With all the war going on, the rivers are 
getting dangerous to travel. T)ragons and 
beholders have been seen along the Tesh. 

□ Tavern Tate 13 

I hear there are Zhentil'Keep terror 
teams in the area. 
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□ Tavern Tale 14 

'Elminster o) Shadowdale passed through 
in disguise, heading for'Ieshwave. 3f& may 
he checking on the river dragons. 

□ Tavern Tale 15 

Shamhlers unll smother you iftheu can 
grab you. Oiave to hackjhem to pieces 
quickly. 

UTavernTale 16 

'Bane (ikes beholders. Anyone else who 
gets close to them unll die. 'Best to keep uour 
distance. If you see more than three, then 
they 're probably scouts for the Midmost er 
Beholder Corps — flee for your lives! 

□ Tavern Tale 17 

'Plants have a tendency to walk^around 
here. 9{astiest are the Shambling Mounds. 

QTavernTale 18 

buccaneers are raiding the Moonsea 
again. Ship travel is getting dicey. 

□ "Tavern Tak 19 

The city was devastated by troops from 
Zhentd 'Keep and now all the roads are 
heainlij patrolled. 



□ Tavern Tak 20 

Watch out for falling buildings and sinli 
holes in the rest of the city. 

DTavernTa(e21 

Creatures have been raiding the 'Dale 
from the north and west. 

□ Tavern Tale 22 

The Zhentrim mages respect only those 
who are as smart as they are. 

DTavernTak23 

Zhentd 'Keep covets the 'Daggerdale 
because its the best land in the fyalms. 

QTavernTale 24 

Dragons have been seen flying overhead. 
They also infest waterjaiis along the river 
Tesh. 

UTavernTale 25 

'The citu clerics been depressed ever since 
'Tyranthra^us was defeated. She hasn 't had 
anu commissions to hand out. 

QTavernTale 26 

'Dragons have been heading south for 
weeks, hopefully far to the south. 

□ Tavern Tale 27 

Moander once crawled to the south of 
here, made a swath called 9doander's'Kgad. 
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QTavernTak28 

Two ships have been lost travelling to 
Shadowdale. 'The river's gotten very 
dangerous. 

□ Tavern Tale 29 

iA thief in a purple vest has been raiding 
the rich houses. She 's escaped unth the help 
of a hammer -wielding cleric. 

□ Tavern Tak 30 

The 'Knitjhts of Myth Drannor fear some 
creatures that can lure people willingly to 
their deaths. 



□ Tavern Tak 31 

'Halflings are all thieves. 

□ Tavern Tak 32 

'DarkjLlves have been passing through 
toum. 'Their equipment always radiates 
magic. 

□ Tavern Tate 33 

Zhentil 'Keep is hiring mercenaries — or 
rather severed factions are each hiring their 
own forces. They 've also had trouble from 
an e^councilman from 'Phlan. 

□ Tavern Tak 34 

Crazy people, with green robes, have 
been wandering the countryside, especially 
to the south. 



□ Tavern Tak 35 

Zhentrim forces are gathering in 
'Teshwave, perhaps they will march on 
Shadowdale or 'Dagger Jails. 

□ Tavern Tak 36 

X friendly village of centaurs is hidden 
in the forests to the south. 

D Tavern Tak 37 

'King :Azoun oj Cormyr is hunting for his 
waijward daughter in 'Tilverton. 

QTavernTale 38 

I heard that 'Dimswart the mage has 
joined the Zhentrim. Whod of imagined it. 

UTavernTale 39 

J zoul is sending specially trained terror 
teams to harass Julash. I hear that he s 
looking for mercenaries for special training. 

□ Tavern Tak 40 

Its been lucky that Zhentd Keep is look: 
ing westward for e?(pansion. At least they 're 
a check^against Hdlsfar. 

□ Tavern Tak 41 

Something huge and skeletal has found a 
lair to the south. 

□ Tavern Tak 42 

If you don 't want to get into trouble 
with the Zhentd Klip soldiers, you have to 
act real humble. 
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Some watts and floors art dangerously 
shaky after Moander's rise from The (Pit. 

□ Tavern Tale 44 

%ed wizards life creatures of fire. Cold 
attacks are often the best defense. 



□ Tavern Tale 45 

Cultists of Moander are 
starting to roam the area again. 

□ Tavern Tate 46 

The 'Liven Court is guarded 
by a force of knights. They 're 
trying to keep something in, not 
keep people out. 

□ Tavern Tale 47 

!A party of insects was seen 
heading into the forest, heading 
for Myth Drannor. 

□ Tavern Ta/e 48 

The Temple of ( Bane employs beholders to 
discipline their priests. They also have an 
entire corps of the critters to destroy major 
enemies. 

□ Tavern Tale 49 

Voonlar's been building up troops again. 
Qlad they have rotten commanders. 



Q ( Tavern ( TakSO 

That crazy hcdfling running around here 
thinks she, 's a bard. She sings 0%but she 
ain 't as good as Zazania Swallowtounge. 

□ Tavern Tale 51 

black^ship with a large crate came 
_ from9dulmaster — Wane's high- 
est temple. The Inquisitors are 
probably in toum. 



Q ( Tavern ( Tak 52 

The release of 9doander from 
the Pit was a plot by ZhentU 
%tep. 

□ Tavern Tale 53 

If you 're polite and respectful 
to a (Bane priest, they have to be 
respectful backi no matter what 

Mysterious Wand t foy na [[y t ^ n ^ 



□ Tavern Tale 54 

Dragons have been seen flying near 
tfittsfar. Something i happening in the 
south. Also creatures have been accumu- 
lating near Dagger Jails — some ancien t 
caverns have been reopened. 

□ Tavern Tale 55 

'The Cormyr representative was preparing 
to leave after hearing the king found his 
daughter, but he zvas called backbecause 
she escaped again. 
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UTavernTale 56 

Qreen robed cultists have been seen 
around the Tit. They must be pining for Old 
Moldy. 

□ Tavern Tale 57 

The city guard is pulling out away from 
the Temple. They don 't want to get caught 
in a crossfire. 

□ Tavern Tale 58 

Voonlar hopes to build an arena for crim- 
inals, like ZhentU %eep has. 

□ Tavern Tale 59 

!A young woman with a purple sash stole 
the crown jewels from the ruins of the 
yulash palace. %gde through the gate and 
escaped with a man. 



□ Tavern Tale 60 

Huge shapes have floum over the forest, 
heading south. 

□ Tavern Tale 61 

( Jhe Stojanow "Kiver valley is being con- 
verted to farms again. The pyramid is now 
used as part of the irrigation system. 

□ Tavern Tale 62 

The previous high priest of Qond, gharri, 
was Princess 9{acacia 's lover for while. 
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